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TR|^TISE 

OK 

THE GAME OF CHESS; 

COKTAININO 

A REGULAR SYSTEM 

OP 

^ttad^ antu Sefence: 

' ALSO 

KVMEROUS RULES AND EXAMPLES,, TEACHING THE MOST 

APPROVED METHOD OF PLAYING PAWNS 

AT THE END OF A GAME. 

TO WHICH IS ADDED, 

A SELECTION 

OF 

, CRITICAL AND REMARKABLE SITUATIONS, 

' WON OR DRAWN BY SCIENTinC MOVBS. 



Savoir la marche est chose tr^s unic, 

Jouer \t jeU) c'est le fruit du g^nie. J. B. Roussxav. 



BY J- H. SARRATT, 

Professor of Chess. 
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TBACHIITQ THE PLATER, WHO KAS not THE 
MOVE, TO OPEN HIS GAME, AND TO FRUS« 
TEATE ms adversary's ATTACK. 
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FIRST GAME. 

1. 
/r. The K. P. two steps. 
B. The same. 

2. 

JV. The K. B. to il^ Q, B..fourtb square. 
B. The same. >* \ jii\}\^ iL 

3. 

JV. The Q. B; K 6rie step. - , •' ' ' '• ' ^^ "' ^' 
' B. The Q.*ioheir K-. second squahs. /'•i'*^ '' '- 

4. 
/F. The Q. P. one step. 
B. The same. 

5. ■ ' 

^. The K. Kt. to its B. third square. 
B. The Q. JB, to its K. third square, (b) 

6. 

/r. The K. B. takes it. 

B. The K. B. P. takes the K. B. 

7. 
^. The Q. B. to the adversary's K. Kt. fourth 

square. 
B. The K. Kt. to its B. third square. 



(a) This move totally frustrates your plan of 
pushing your Queen's Pawn two steps : for if you 
were to play it, you would lose your King's Pawn, 
which he would take with his Queen, after taking 
your Queen's Pawn with his King's Pawn, 

(b) If his Queen had not been played to her 
King's second square, this would have been a bad 
move : in that case you ought to take his Queen's 
Bishop, and then play your Queen to her Knight's 
third square. 
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.8. 
W. The Q. Kt. to its Q. second square. 
B. The same. 

9. 
W. The K. castles. 
B. The K. castles with his R. 



\ 
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Both games are very well opened; and the 
Black's situation is to the full as secure as the 
White's* The player of the Black would have 
been wrong in castling Qii his QueerCs side ; as the 
White, by pushing his Queen's Knight's Pawn 
two steps, and then his Queen's Rook's Pawn two 
steps, would have laid the foundation of a violent 
and dangerous attack, which would have compelled 
his adversary to play either his Queen's Rook's 
Fawn, or his Queen's Bishop's Pawn, and thus ex- 
pose his King. 
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SECOND GAME. 

1. 

W. The K. P. two steps. 

B. ITaesame.' > . • ;: 

'.■•.•• .•■;.'■•. «• •'',■■'■■• 

W: The K. Kt. to its p. third s<|uai^. ' • ', 

^. The Q. Kt. to i^ B. .third square. ' ,"' ^ 

W.Thfi K. B. to Its g. B. fourth square: • ; '; 
J?. The same. . . ..jr. 

W. The Q. B. P. one step. - ' '• - 

B. The K. Kt. to its B. third square. 

W. The Q. P. two steps. 
B. The K. P. takes it. 

6. 
W. The Q. B. P. takes the K. P. 
B. The K. B. to the adversary's Q. Kt. fourth 
square, giving check. 

7. 
W. TheQ. B. interposes at itsQ, second square, (a) 
B. The K. B. takes the Q. B. (h) > 

8. 
TV. The Q. Kt. takes the K. B. 
B. The Q,.P. tvo. steps, (c) 



J: 



:i .. 



'it. 



•,•..■;•■.•■ I. ■•'■1 . '."■•>■: • .^^ ■;.;•.■■ . , 



.: I 

,: • M ..; r /\ O ■ .''.* .^\ 






7 :<iJ'' . I -if (»l .'. . 



-j.:^ . -T .i\ 



(^aj If the White were to interpose his Queen's 
Knight (as Greco injudiciously directs), the Black 
ought immediately to take the Queen's Knight with 
his King's Bishop, and then the King's Pawn with 
his King's Knight. 

(b) He may also play : 

7. 

jB. The Q. to her K. second square. 

8. . 
PF. Is ohliged to push his K. P. one step. 
B. The K. Kt. to the adversary's K. fourth 
square, &c. 

(c) This move is of essential utility, as it disunites 
the White's central pawns : if the White, after 
taking the Queen's Pawn with his Kin,2:'s Pawn> 
were to give check by playing his Queen to her 
King's second square, the Black ought to move his 
Queen's Bishop to its King's third square. 

b4 
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W. The K. P. takes it. 

B, The K. Kt. takes the K. P. 

10. 
W. The Q. to her Kt. third square. 
JB. l,^e Q. Kt. at its Kt. second square. 

li. 
W. The K, castles with his R. 
B. The Q. B. P. one step. 

12. 
W. The K. R. to its K. squat«. 
£. The K« castles. ^(^ 



(d) His game is at the least as good as yours. 
Your Queen's Pawn being isolated renders your 
situation perhaps even inferior to his. 
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THIRD GAME. 

1. 
W. The K. P. two steps. 
jB. The same. 

2. 
W. The K. B. to its Q. B, fourth square. 
B. The same. 

3. 
fV. The Q. B. P. one step. 
IS. The Q. P. one .step. 

4. 

W. The Q. P. two steps. 
B. The K. P. takes it. 

5. 
W. The Q. B. P. takes the K. P. 
B. The K. B. to its Q. Kt. third square. 

6. 
^. The K. B. P. two steps. 
B. The K. Kt. to its B. third square. 

7. 
W. The Q. Kt. to its B. third square. 
B. The K. castles. 

8. ^ 
W. The K. Kt. to its B. third square. 
jB. The K. Kt. takes the K. P. 
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9. 



W. The Q. Kt take* tl^&K. Kt. 
B. TheQ. P. one step. 



10. 



JF. The K. B. takes the §! P, ' 
B. The Q. takes the K. B. and has a very good 
game. . .. " 
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FOURTH GAME. 

1. 
W. The K. P. two steps. 
B. The same. 

fT. The K. Kt. to its B. third square. 
B. The Q. Kt. to its B. third square. 

3. 
^. The K. B. to its Q. B. fourth square. 
JB. The same. 

4. ■ 
fF. The Q. B. P. one step. 
B. The K. Kt. to its B. third square, (a) 

5. 
W. The Q. P. two steps. 
B. The K. P. takes it. 

6. 
W. The K. P. one step. 
B. The K. Kt. to the adverswy's K. fourth square. 

7. ■ 
W. The K. B. to the adversary's Q. fourth 

square, (b) 
■B. The K. Kt. takes the K. B. P. 

8. 
W. The K. takes the K. Kt. 
B. The K. P. takes the Q. B. P. checking with 
theK. B. 



♦ IS 



(a) It would also be good play to move his 
Queen to her King's second square. 



(b) If the White, at the seventh move (in- 
stead of playing his King's Bishop to the adver- 
sary's Queen's fourth square), were to play his 
Queen's Knight's Pawn two steps, the Black must 
not retire his Bishop; he ought to take the 
Queen's Bishop's Pawn with the King'3 Knight, 
and then the Queen's Knight's Pawn with his 
King's Bishop, &c. 



u 
9. 

W. The K. to his square. 

B. The K. P. takes the Q. Kt. P. 

10. 
W. The Q. B. takes the K. P. 
JB. The Q. Kt. to its K. second square. 

11. 
W. The K. Kt. to the adversary's K. Kt. fourth 

square, (or c) (or d) 
B. The Kt. takes the K. B. 

12. 
fF. The Q. takes the Kt. 
B, The Q. takes the K. Kt. 

/r. The Q. takes: the K.B, . • 

B. The Q. takes the K. Kt. P. and has a muc^ 
better game than his adversary. 
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U. 
fF. The Q. to her Kt. thjrd sjiuaie. 
B. The Kt. takes the K. B. 

fT. The Q. takes the Kt'. 

B, The Q.- to her K. second sqoafe. 

13. 
fF. The K. R. to its B. square. 
B. The <^. By. B. one step. 

14. 
fF. The Q. to her Kt. ti^lr^ square. 
B. The Q. P: two steps; 

15- 
W. The Q. Kt. to its B, third square. 
B. The Q. B. to its. K.. third square, &c. 

The Black is equal iuv^power, and superior in 
situation. 

^ COrdJ 

11. 
fF. The K. R. to its B: square. 
B. The Kt: takes the K. B. 

12; 
fF. The Q. takes the Kt. 
B, The Q. to her K. second square, and then the 
Q. B. P. one step, &c. 
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FIFTH QAME. 

1. 
W, The K. P. two steps. 
B. The same. 

2. 
W. The K. Kt. to its B. third square. 
B. The Q. Kt. to its B. third square. 

3. 
W. The K. B. to the adversary's Q. Kt. fourth 

square. 
B. The K. B. to its Q. B. fourth square, (a) 

4. 

W. The K. B. takes the Q. Kt. 
B. The Q. P. takes the K. B. 

5. 
W. The K. Kt. takes the K. P. 
B. Hie Q. to the adversary's Q. fourth square, (b) 

6. 
W.. The K. Kt. to its fourth square. 
B. The Q. takes the K. P. and checks. 

■ 7. 
If the White interpose his Queen, or move 
his King, he will lose his King's Knight ; 
and if he play, 

W. The Kt. to its K. third square, 
B. The K. B. takes it. 
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B. The Q. R. ?. one step. '^ ' 

4. 
/T. The K. B. takes the Q. Kt. 
B. The Q. P. takes the K. B. 

5. 
/r. The K. Ki. takes the K. P. 
B, The Q. to the adversary's Q. fourth square, 
gaining of course the K. P. or the Kt. &c. 

(bj Tlie Black may likewise play the following 
ntoves: 

5. 

B. The K. B. takes the K. B. P. and checks. 

6. 
/T. The K. takes the B. 

B. The Q. to the adversary's Q. fourth square, 
giving check. 

7. 
IF. The K. to his square. 
B. TKe Q. takes the Kt. &c. 

T0I«, II. C 
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tr. The Q. P. takes the K. B. /Or cj 
B. The Q. takes the K. Kt. P« 

tV. The R. to its B« square. 

B. The Q. B. to the adversary's K^ K. third square^ 

10* 
W. The Q. Kt. to its Q. second square. 
B. The Q. R* to its Q. square. 

W. The Q. to her K* second square. 
B. The Q. takes the K* R. P. and will ^n the 
game* 



/•- .-. '..' 11 i 
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(Ore) 

• ■ 8.?' ■• • * 
/T. The K. B. P. takes die K. B. 
B. The Q. takes the K. Kt. P. 

9, 
IF. The K. R. to its B. square. 
B. The Q. B. to the adversary's K. Kt. fourth 
. square. 

10. 
W. Has no better move than the K. R. to iU B. 

second square. 
B. TheQ. takes it, and checks. 

11. 
W. The K. takes the Q. 
B. The Q. B. takes the Q, &c. 
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SIXTH HAME. 



T 



1. 

ft. The K. P. two ste^. , 
M. Thetfuiw. : 



V. ^' 



^. The K. Kt. to its B.^rd square. 
^ tie 4g'. fSt. ib its 8. IhM S^ai^. ^ 

H^. The K. B. to its Q. JB. fourth square. 
B. The same. -. .. 

fT. The Q. P. one step. 
B, The same. 

6. 
W. The K. Kt. to the adversary's K. Kt. fourth 

square, (a) 
B. ITie Q. to her K. B. third square, (b) 

* 6. 
fT. The K. B. fc^es the K. B. P. and checks. 
B. The K. to his 6. square. 

7. 
/T. The K. castles. 

B» The K. B. P. one step. 

8. 

W. The K. B. takes the K. Kt. 

B, The K. R. P. takes the K. Kt. 



%l 



(a} Ti»i$ moy^ 4^pear8 very gQ04^ but ii, is, o& 
the contrary, highly exceptiQnable ; the attack be- 
ing premature. 

(b) The Black may also move his King's Knight 
to its Rook's third square ; but it is muth better 
to play the Queen, as the move is not only de- 
fensive, but offensive. 



c3 
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9- 
W. The K. B. to its Q. B. fourth square. 
B. The Q. Kt. to the adversary's Q. fourth square. 

10. 
fr. The Q. B. P. one step. 
jB. The Q. to her K. R. third square. 

ii: 

ff. The K. R. P. one step. 

B. The Q. B. takes the K. R. P. 

13. 
W. The Q. B. P. takes the Q. Kt. (Or a) 
B. The Q. B. takes the K. Kt. P. 

13. 
W. The K. takes the Q. B. 
B. The Q. to the adversary's K. R. third square, 
giving pheck. 

W. The K. to his Kt. square. 
B, The Q. to the adversary's K. R. second square, 
giving check-mate. 



oa 
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12. 
IT. The K. Kt. P. takes the Q. B. 
B. The Q. takes the K. Kt. F. 

IK Can not avoid dieck-mate. 
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SEVENTH GAIVIE. 

1. 
W. The K. P. two stqw. 
B. The same. 

W. The K. B. to the Q. B. fourth square. 
B. The same. 

W. TTie Q. to the advew^ry's K. R. fourth square. 
B. TheQ.to.J|erK.*pe(i«(d}s<5baa^i . • :",■ >. 

•4. 

W. The Q. Kt. to its EkHhiiifd square,. _(Q^a^-, 
B, The K. Kt. to li^ ^. tibird square. " 

5. 

fF. Tlie Q. to the adversary's K.Kt. fourth square. 
B. The Q. B. P. one step. 

6. 
fT. The Q. takes the K. Kt. P. 
B. The K. R. to its Kt. square. 

7. 
fF. The Q. to the adversai^'s K. R. third square. 
B. The Q. P. two steps. 

8. 
fF. The K. P. takes it. 
B. The K, B. tastes t^i^ K. B. P. and checks. 



Hi 
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fV. The K. Kt. ta kt ft. tKUrtf sqittrd: ' 
B. The Q. P. one steftt, 

. ■ .'.5j. '. 

W. TheK. Itt.lo the adversary's % tji, fourtfi 

square. 
B. The K. Kt. to its B. third square. 

6. 
W. The K. B. Ukes the K. B.P. and checks. (Or h) 
B. The K. to his Q. square. 

7. 

^. The Q. to her K. R. fourth square. (If she 
be moved to any other square, the K. R. P, 
played one step, will gain a piece.) 

B. The K. R. to its B. square. 

• 8. 
/r. The K. B. to its Q. B. fourth square. 
B. The K, Kt. takes the K. P. 

9- 
fF. The Q. takes the K. Kt. (Or c) 
p. The K. B. takes the K. B. P. and checks. 

t Instead of playing this tixnre, he may also play, 

4. 
p. TheK.Kt. to iteB. third square. 

S. 
W. The a. takes the K. P. 
B. The K. B. takes the K. JB. P. and checks. 

6. 
^ The K. takes the K. B. 

B. The K. Kt. to the adversary's K. Kt. fourth square, giving 
phecit} &c. 



a6 

If the White take the B. the K. Kt. checks 
at the adversary's K. Kt. fourth square, and 
wins the Q. ; and if, instead of taking the 
K. B. the White mow, 

fF. The K. to his B. square. 

jp[. The K. R. to its Kt. third squar?^ forcing the 
Q. &c. 
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id. 

W. The K. tQ his B. square. (<ft i) (or t) 
B. The Q. takes the K. Kt. 

1!. 

fF. The K. BS. to its K. sec6iid square. 
B. TK6 K. R. to the ^ersary'^ K. B. foorlh 
i<^Qafe« 

12. 
W. The Q. tp her third square. 
B. The Q. B. to ite K. B. fourth square. 

^. The ^. to the adversary's Q. fourth square; 
J^. The Q. B. to Che adversary's K. fourth square. 

fF. The ^ to thb adv^rarty's R. Kt. square, 

giving check. 
B, The K. to his second square. 

15. 
liT. The K. B. to its third square. 
B. The/^-B, takes it. 

l6. 
fF. the K. Kt. P. takes the Q. B. 
B. The K. R. takes theK. Kt. P. 

17. 
fF. The Q, P. on6 st^p. 

B. The K. B. to the adversary's K. R. fourth 
square, checking by discovery. 

J8. , 
IF. The K* to his second square. 
B. The Q. to the adversary's K. Kt. second 
6qh8re> giving check; 

- . , 19- 

fT. TheK.tdhis^Q. square. 

3§i- "Rie R. Ri to the adversary's K. B. square;, 

^ti^di&k. 

TOI.. II. cO 
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tP". The Q. to the adversary's K. R. square. 
B. The K.. R. to its B. square* 

17. 
W. The Q. B. to the adversary's K. Kt. fourth 

square. 
B. The Q. to her K. B. second square, &c. 



(Or d) Suppose the White to play 

10. 
IP". The K. to his Q. square. 
B. The Q. takes the K. Kt. , 

.11. 
W. The Q. Kt. to its B. third square. 
B. The same. 

12. .... 

W.Tht K. R. to its B. square. 
B, The Q. B. to its K: B. fourth square* 

' 13. ' 
W. The Q. to the adversary's Q. fourth square. 
B. The Q. Kt. to the adversary's Q. Kt- fourth 
square. 

U. 
W. The Q. takes the Q. Kt. P. 
B. The Q. to the adversary's K. Kt. fourth square, 
giving check. 

15. 
W. The Q. is compelled to interpose at herK. B. 

third square. 
B. The Q. B. takes the Q. B. P. and checks. 

l6. 
W. The K. to his second square. . 
B, The K. R. takes the Q. &c. 
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(Or e) At the tenth rngVe, if the White, iustead 
of moving his JCirig either to his fi/^op'g or QueevL-% 
square^ should* jp!ay •.. - - 

* r 

fF. The K. to his second .s(}i|are. 

5. The a. toises-theK. Kt. 

* u. -'^ ; ■ ... , 
fF. The K. R, P. one step {to prevent the check 

with the Q,B-) 
B. The K. R. to the adversary's K- B. fourth 
square. 

12. 
JV. The Q. to the adversary's Q. fourth square. 
jB. The Q. to her K. R. fourth square, giving 
check. 

13. 
fF. The K. Kt. P. two steps. 
B. The Q. B. takes the K. Kt. P. and checks. 

14. 

/F. TheK. R. P. takes the Q. B. * 

B. The Q. takes the K. R. P. and checks. 

15. 
fF. The K. to his B. square. 
B. The K. B. to the adversary's K, R. fourth 
square, giving check by discovery. 

Or* 

14. 
Ff^. The K. to his B. square. 
B. The Q. B. takes the K. R. P. and checks. 

15. 
»: The K. R. takes the Q. B. 
£. The QL to the adversary's Q. square, giving check. 

IT. The K. to his Kt. second square. 

J?. The a. to the adversary'a K. Kt. square, giving checkr 
mate. 
VOL. II* C 8 
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l6. 

W, The 0-, is Gompelled to interpoMu 
B. The Q. takes her, and cbecjui. 

17. - • . 

^. The K. to his Ki.' square. 
B» The Q. to the adversary^ ICKtAirdsquafl;; 
giviog checkoinateu 



tot. XI. 
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EIGHTH GAME. 

1. 
IV. The K. P. two steps. 
B. The same. 

a. 
IV. The K. B. to its Q. B. fourth square. 
B. The Q. B. P. one step. 

3. 
fV. The K. Kt. to its B. third square, (a) 
B. The K. B. to its Q. third square. 

4. 

W. The Q. B. P. one step. 

B. The K. B. to its Q. B. second square. 

5. 
JV. The Q. P. two steps. 
J5. The K. P. takes it. 

6. 
W. The Q. B. P. takes the K. P. 
jB. The K. Kt. to its K. second square. 

7. 

TV. The K. Kt. to the adversary's K. Kt. fourth 

square. 
B. The Q. P. two steps. 
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(a) tn the first Volume^ the attacking player 
has been taught the aiethod of taking^ advantage' 
. of those mistakes wtiich are generally gommitted 
by his adversary V this game will show, that^ when'* 
the player^ who has the move, does not follow the 
regular system of attack^ his adversary may wsUy. 
gain the move, and acquire a more advantageous 
situation. If the White, instead of playing hi^ 
King's Knight to its Bishop's third square, had 
played his Queen's Pawns^ two steps^ be would bav? 
had a muc^i better gtun«, .' 
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fT. TbeK.. P. takes the Q. P. 
B. The Q. B. P. takes the K. P. 

fT. The K. B. to its Q. third square. 
B, The K. R. P. one step. 

10. 

fT. Ttie Q. to the adversary's K. R. fourth square. 
B. The K. castles. 

11. 
/r. lie K. Kt. to its B. third ^tfau^i 
J^. tiit !^. fi^t. to its B. thihisquare. 

14. 
J^. lli^ K. castfces. ; 
B, The Q. t0 her third 8q<^ 

13. ■'; ■;: 

fF. The Q. Kt. to its B. tM|)d^««t«« 
B. The Q. R. P. one step. 

14. 

W. The Q. B. to its Q. second sqdare. 
B. The K. B. P. two steps. 

15. 
W. The Q. Kt. to its K. second square^ 
B, The K. Kt. P. two steps. 



97 

16. 

fr. The K. R. P. twp 9t«{>$. - -« - 
iB. TheK..Kt..p.fiHf!Sj»PT 

fF, "This Q. B. te ibJ K. B, fwrtlrscpiaB^ 
B. The Q. to her K. Kt. third squam. 

' ■ ■ •'■•''' 18. ■• •' 
^. The Q. takes the Q. 
fi. The K. Kt. takes the Q. 

■ •) .-V, 'T ...... . - .... 

fT. The Q. B. takes tl^ K. 3. 

^. The K. Kt. P. tak« the K. Kt. P. 
B. TheK. KL4§)^theJ^.R.Pv . 

ai. 

fF. The K. Kt. P. to j|B K. B. fourth square. 
B. The K. Kt. to the ddven^ry^s |j:, p. iimd 
square, gMfing pheck. 

fF. Tlie K. to ^is JKt. .second squ^. 
B. The K. KJL Ij^es the Q. P. 

23. 
fF. The Q. Kt. takes the K. Kt. 
B. The 2' Kt. ^akes th^ Q. Kt. 

D 3 
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44. 

W. The K. R. to its square. '^ 

B. The K. to his H. second square. '^ 

45. 

W. The K. R. to the adversafy's K. R/ fourth 
square,. 

JB. The K. R. to its Kt, squi^re, giving check. 

W. The K. to his R. square. 

B. Tlie K. R. to the adversary's K. Kt. fourth 

square. 

• ■ 27. '■ " 

W. The Q.'B. to the adversary's K. fourth square. 
B' The K. to his Kt.. third square. 

•'• ■ ■ '. ■ ^8.' 
W. The K. R. to its third square. 
B. The Q. Kt. to its fi, third squarf!, 

W. The K. B. P. one step. ' , 

B. The Q. Kt. takes the (2- B, 

30. 

W. The K. B. P. takes the K. R. 
B. The Q. Kt. takes the K. B. P. 

31. 

W. The Q' R' tq its K. B. square. 
JB. The Q. B. to its Q. second square. 



W. The'K. R^,.tD it8.^]^t. ^i^ sciu^iewj . .-, .,^ 

^. The Q. R. to its jt. square. . ... 

B. The K. to'hiS fe.* tVirdsquarel' 

fl^. The K. to his Kt. square. 

B. The Q. R. to its ST. R. squjye^. . . , 

W. The Q. Kt. P.^onestep. 
B. The Q. P. on^ s^p." . 

/r. The Q. R. to its Q. B. .square; 
B. The Q. B. to its third square. 

;''■' ; '>■.; ^ '• •.; 

^i^TheQ.R. to the adversary's Q. B. fourth 
square; ' 

B. The Q. B. to the adversary's K. fourth square. 

.■..■';'!•■■..'■■' •: '.;-.■■'. vv , 
38. 

IV, The K. B. takes the Q. B. 
B. The K. B. P. takes the K. B. 

39. 
W. The K. R. to its third square. 
B. The.K. B. P. to the adversary's K. third square. 

D 4 



id. 

fF. The K. id his d. ftjtutfe. fb) 

B. VoR Q. P. to tte «idvti|«uy's Q. tUi^'^iul^r 

*!. 
/F. The K. R. takes the K:. A. iP. 
£. Tlie Q. Kt. to the adversaiy's %, %. sepQnd 
square, giving diieck. j 

/F. llie K. to his square. 

B. TheQ. B. tak^the'K. R. 

• 43. 
^. The Q. R. takes the Q. ft. 
B. The Kt. to the adVersaiy*8 K. B. third square, 
giving cfaeck. ; 

' ■ ' ■ 44,. 

W. The K. to his B. or Q. square. 
B. The P. to the adversary's K. second squaiC;^ 
g^vitig c^eck. 

46. 
W. Loses the game in a few move;. 
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(b) 40thMove.— If theWhite (instead of moian; 
his King) should Ukte tbe, lilitig's Rook's F^wn with 
one of his Rooks^ the Black would win the game 
by taking that Rook, and then playing his Fkwa 
to the adversary's King*4 second square. 
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KIMHGAME. •. 




fT. The K. ?. two steps. 
B. The same. 


■M .-. 


/r. The K. 
B. TheQ. 


Kt. to its B. third square. 
Kt. to its B. third square. 




it. 

W. The K. B. to its Q. B. fourth square. 
B. Hie same. 

4. 

W. The Q. t. one step. 
B. The same. 


N 




IT. The K. 


Kt. to the adversary's K. Kt. 


fourth 


B. 


square. 
The Q. to her K. B. third square. 








6. 




B. 


TheK. 
TheK. 


B. takes the K. B. P. and checks, 
to his B. square. 


W. The Q. 
jB. TheK. 


7- 
to her second square. 
R. P. one steps 





8. 

If. The K. B. takes the K. Kt 
3. The K. takes the K. B. 

W. The K. Kt. to its B. third square. 
J3. The Q. B. to the adversary's K. Kt. foutfli 
square. 

10. 

W, The Q. to her square. 

B. The Q.Kt. to the adversary's Q. fourth aqnar^ 

11. 

W. The Q. Kt. to its Q. second square. 
B. The Q. R. to its K. B. square. 

J». 
W. The Q. B. P. one step. 
B' The Q. Kt. takes the K. Kt. and diec^ 

13. 

W. The Q. Kt. takes the Q. Kt. 
jB. The Cj. B. takes the Q. Kt. 

14. 

W' The K. Kt. P. takes the Q. B. 
B- The Q. takes the K. Kt. P. 

15. 

W. The Q. takes the Q. 
^. The Q. R. takes the Q. 



W. The K. R. toi^.9- «9W». 

B. TheK. tohi$R,«ec«B4^qi«tff* . 

W. The Q. B- to its Q. lecopdjscpjire, 
,iB^, pie IC. it tp it? »5-»»W«». ?&i% . >^i: 1 



•ff • •''•(.•;''■ ' ; 



[ . ..,' ...: 



•; ; (" .M 



: : ■•: i,' 
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(a)^the BladL will win llie game, u the White 
mast lose a Pawn at least ; the WhUe*8 attack oa 
the King's Bishop's Pawn was preonature, «n4 
transfened the attack to hia adversary. 



TENTH GAME. 

1. 
W. The K. P. two stqw. 
B. The same. 

1^' .^e K. B. P. .tw6 steps, 

J§» The Q. iLt. to its Bi third square^ 



W. The K. Kt. to its B. third square. 
£. The K. B. to its Q. B. fourth square. 

4. 

IP^ The same. 

B. The K. Kt. to its B. third square. 

W^ The K. B. P. takes the K. P. 
B. The K. Kt. takes the K. P. 

6. 
W. The Q. P. two steps. 
B. The Q. Kt. fakes the Q. P. 

7. 
W. The K. Kt. takes the Q. Kt. * 
B. The Q. to the adversary's K. R. fourth square, 
giving dieck. 

8. 
W. The K. Kt. P. one step. (Or a) 
B. The K. Kt. takes the K. Kt. P. 



m% 



(Or a) 

-' : . ' s. 

fV. The K. to his second square. 
B. The Q. to the adversary's K. B. second square, 
giving check. 

9. 
IV. The K. to his Q. third square. 
B. The Q. takes the K. Kt. and checks. 

10. 
JV. The K. to his second square. 
B. The Q. takes the K. B. and will easily win 
the game. 
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9- 
W, The Q. to her K. B. third square, (b) . , 

S. The K. Kt. takes the K. R. checking by 
discoveiy. 

10. 
FT, llie K. to his B. square. 
B, The Q. P. two steps. 

, II. ' 

»: The P. takes it. 

B.. The Q. B. to the adversary's K. R. third 
square^ giving check. 

12. 
fF. The K. to his Kt. square. 
B, The Q. to the adversary's K. square, giving 
check. 

13. 
fr. The K. B. interposes at its square. 
B. The K. B. takes the K. Kt: and checks. 

14. 
;r. The K. takes the K. Kt. 
. B. The Q. B. takes the K. B. and will win the 
jgagae in » few moves. 
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(b) In this bop^a -situation, if the MTiite 
should play his King's Knight to his Bishop's third 
squar^j the QUcIl pugbt to check with bis Queen at 
the adversary's King's fourth square, and then take 
the King's Rook with his Knight^ &c« 



rott lu 
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ELEVENTH GAME. 

Defence against CumriNOHAMV Oatnbit. 

1, 

JV. The K. P. two steps. 
B. The same. 

a. 
W. The K. B. P. two steps. 
B, The K. P. takes it. 

3. 
JF. The K. Kt. to its B. third square, 
B. The K. B. to its K. second square. 

4. 
W. The K. B. to its Q. B. fourth square. 
B. The K. B. to the adversary's K. R. fourtk 
square, giving check. 

5. 

W. The^K. Kt. P. interposes, (a) 
B. The Gambit's P. takes it. . 

6. 
W. The K. castles. 

B. The Gambit's P. takes the K.R. P. and cbeob. 

7. 
JF. The K. to his R. square. 
B, The Q, P. two steps. 

8. 
W, The K. B. takes it. 
B* Tlie K. Kt. to its third square. 



SI 



fa) ft Would certainly be better ptay to niov6 the 
tCing to his Bishop's square ; but Cunkikgham 
directed the King's Knig^f s Pawn to be played^ 
on the supposition that the White's attack, on the 
King's Bishop's Pawn was irresistibler 



s2 



9- 
fV. The K. B. takes the K. B. P. and checks. 
B. The K. takes the B. 

10. 
W. The K. Kt. takes the K. B. • 
B. The K. R. to its B. squaret 

11. 
W. The Q. P. two steps; (a) 
B. The K. to his Kt. square. 

12. 
W. The Q. B. to the advenaty's K. Kt. fourth 

square. 
B. The K. Kt. takes the K. P. 

13. 
fy. The Q. B. takes the Q. 
B, The K. R. takes the K. R. and diecb. 

14. 
/^. The Q. takes the K. R. 

B. The .?:♦ U' tp l*e s/Smm'r)^*^' ^ 
«qu8i)^ giiidi\g f^^dc. 

ff^. The fC. takjj? the P. at his R, soconi ^upre. 
B. The K. Kt. takes the Q. and diecks. 

16. 
JV. The K. to his Kt. square. 
B. The K. Kt. to the adversary's K. third square, 
and has the best of the game. 
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(a) If the White should push h\» King's PaWti 
upon the King's Knighty the Blaek ought to check 
with his Queen at her foorth ^dam.: Ihe While, 
to support his King's J^awn, will be compelled to 
interpose his King's Knight at its Bishop's third 
square, and the Black will then be at liberty to 
move bis Khig's Knq^t, 



fea 
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TWELFTH GAME. 

Another Method ^ defending Cunninc(HAM> 
frambit, 

1. 

ff^. l^e K. P. two steps, 

£. Th«sain0.' 

• 2,. • • 

jr. The K. B. P. two st^s, 

B. The K. P. takes it. 

3.. 
fF. The K. Kt. to its R. tt^inl sqMarc, . 
B. The K. ^. to its K, second square, 

4, 
/T. The K. B. to its (^. B, fourth square. 
B. The K. B. to the adversary's K, R, 
square, giving check, 

/r. The K. Kt. P. one step. 
B. The Gambit's P, takes it. 

6. 
iF. Tlie K. castles. 
B. The Gambit's P. takes the K. R. ?, «[«^ cliecM. 

7. 
^'. The K, to its R. square. 
J5. The Q. P. two steps. 

fF, The K. B. takes it. 

B. The K. Kt. to its B. third square, 
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9- 
n^. The K. B» to 5t8 Q. Kt. third square. 
B. ThaK. Kt. takes the K. P. ' 

■ .'.' ■ ■ . , ^^^ 

W. Itie Q« to her JK, .second square. 

B. The same. 

11. 
W. The K. B. takes the K. B. P. and checks. 
B. The K. to his B. square. 

12. 
JV. The Q. Ukes the Gambit's P. at her K. K. 

second square. 
B. The K. Kt. to the adversary's K. Kt. third 

square, giving check. 

13. 
W. The K. to his Kt. second square. 
B. The K. Kt. takes the K. R. ■ * 

14. 
W. The Q. takes the K. B. 
B. The Q. takes the Q. 

15. 
W. The K. Kt. takes the Q. 
B. The K. takes the K. B. 

W. The K. takes the K. Kt, 
B. The Q. B. to the adversary's K. R. third 
square, ^ving check. 

b4 



56 

17. 
W. The K. to 1m B. second square. 
B. The Q. Kt. to its B* third squ^r^^ te. 

The Black will win' the game^ having the ad- 
vantage of« Rook and a Pawn for a JSTniJ-lft; 
with a very good situation, 



THIftTEEMH OABI^. 

Dtfenoe agaaut the JCmgU Ga^tiit* 

1. 
^ Tht K. P. two steps. 
£, The same. 

«♦ - 

fr. The K. B. P. »w08tep«. 
#. ThfK.i>. takMik. 

3. 
^. The K. Kt. to its B. third square. 
B. The K. Kt. P. two steps. 

4. 
ff^. The K. B. to its Q. B. fourth squaie. 
JB. TheK. Kt-P.onestep. 

■ 5, '. • 

IT. The K. Itt. to the adversary's K. fourth 

square. 
B. The Q. to Uie adversary's K. R, fourth square, 

giving <:^eck. 

6. 
IT. The K. to his B. square. 
B, The Gambit's P. one step> to the adversary's 
K. B, Uiird square. 

7- 
fy. The K. Kt. takes the K. B. P. 

B. The Gambit'^ Prtalia ti^e K. Kt. P. and 

cheeks. 

TOI.. It. ■ 5 
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8. 
tV. The K. ^k?S'tho Qwibifs P.J : > V 
-B. The Q. Kt. to its B. third square, 

W. The K. Kt. takes the K. R. 
B. The Q. to the adversary's K. R, third sfuam, 
giving check. ' ^ ; i 

IDi 
^. The K. to his B..*ecctf>d squiref/ 
B. The K. B. to its Q, B. fourth BquW^ givingr 
check. 

• 11. • . 

W. The K. to his square. 

B. The Q. to the adversary's K. R. fourth square^ 
giving check.^ .,.,... 

12. .^ 

TV: TJjhe It. to his second square. 
jB. The Q. to the adversary's K. B, second square^ 
giving check. 

13. . . \ ^ 

fV. The K. to his Q. third squate. 
B. The Q. to the adversary's Q. fourth square^ 
giving check. 

JV: TheK. to his second square^ 

B. The Q. takes the K. P. and checks. ' 

fV. The K. to bis B. square. 

B. The Q. takes the K- R. and checks. 



9fl 

16. 
W. The K. to his second square* 
^. The Q. to the adversaiy^^ ISL B. diifd sqiiare^ 

giving chepk. » 

17. 
}V. The K. to his square. 
^. The Q. to the adversary*^ K^ B, seMaddquaitji^ 
giving check-inate. • 
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lOURTEpraS GAME, 

Another Method ef defending the King's Gambit. 

It 
If ^ The K. P. two stops. 

• m ' 

B. The same. 

2. 

fF. The K.B. P. tiro Oepg, 

B. The K. P. takes k. 

3. 
W. The K. R. P. two stq>8. 
jB. The K. B. to its K. secood square. 

4. 
W, The K. Kt. to its B. third square. 
B. The Q. P. one step. 

5. 

W. The Q. P. two steps. 

B. The Q. B. to the adversary's K. Kt. fourth 

square. 

6. 

W. The Q. B. takes the ^ambifs P. 

B. The K. B. takes the K. R. P. and checks. 

7. 
W. The K. Kt. P. one step, (or a) 
B. "Hie K. B. to its K. Kt. fourth square. 

8. 
JV. The Q. B. takes the K..B. 
JB. The Q. B. takes the K. Kt. 
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^i)r a) 

7. 
fr. The K. R. takes the K. B. 
B. The Q. B. takes the K. Kt 

8. 
IT. The Q. takes the Q. B, 
B, The Q. takes the K. R. and must win the 
game. . 



Ik 

tt^, liie Q. 6. takes the ^i 
B, The Q. Bi takes the Qi 

10. 

IF. The t^ tflkei tti6 Q. 1^. 

B. The K. takes the Q. B. ttci ^eBJackhaV^ 
ing totally destroyed thd attack of thei 
Whitej and having stven Fkwns to sixi 

, with a very good situation, ought unques- 

tionably to win the game. 
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FIFTEENTH GAME. 

Another Method of defending the King's Gambit. 

1. 
fF. The K. P. two steps. 
jB. The same. 

2. 
fF. The K. B. P. two steps. 
B. The K. P. takes it. 

3. 
fT. The K. Kt. to its B. third square. 
B. The K. Kt. P. two steps. 

4. 
fV. The K. B. to its Q. B. fourth square. 
B. The K. B. to its Kt. second square. 

5. 
fr. The K. R. P. two steps. 
B. The K. R. P. one step. 

6. 
JV. The K. R. P. takes the K. Kt. P. 
B. The K. R. P. takes the K. R. P. 

7. 
W. The K. R. takes the K. R. 
B. The K. B. takes the K. R. 

8. 
IV. The Q. P. two steps, (or a) 
B. The Q. P. one step. 

- -4 



IF. The K. Kt to iu B. second square. . 
Bx The Q. to her K. second s^uam. 

g. 
H^. The O. p. one step. 
B. The Q. p. P. one step. . 

10. 
W. The O. to the adverasiy^ K. R. four^ cqa^ 
^. The «1. B. to its Kt. second square. -" , > 

11. 
fF. The K. Kt. to Hs B. third sqoaie. 
B. The K. B. to its R. third sqnai^ and the Black, 
has a voy good game. 

VOfc. H. » 



9- 
fP". The K. Kt. to the adversary's K. fourth 

square. 
R. The Q- P. takes it. 

10. 

fV. The Q. to the adversary's K. R. fourth square. 
B. The Q. to her K. B. third square. 

11. 

W. The Q. P. takes the Q. P. 

B. The Q. to her K. Kt. seoimd square. 

12. 

W. The Q. P. to the adversary's'^, third square. 
B. The K. Kt. to its B. third square. 

13. 

fV. The Q. P. takes the K. B. P. and checks. 
B. The K. to his B. f^p^fft, 

W. The Qi\onstrK,V: ^\iiso^. f: -■'^'i 'J} 
B. The Q. 1ft.' l« its B. Ihird s^iiar^. '* ' ^ ""* 

A Urn : •.-■..-■ ». • 

^. The Q. to her R. ^rd sqo^re, ^ix4tig checKr 
B. The . Q, . I^t. .interpdses at its, ^^^ ?(^oi?d 



16. 






»^. pie Q. B. toits Q. s^diid ^Bsre.- - 
B: fheie.R. takesthe I^. P. ;' 




17. 
W. llie Q. B, tp its KU fourthi wpwe. 
B. The Q. to herK. fbiirth square, and the Black 
will easily win the^g^me. 



> 
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m The K. p. two steps. 
B. The same. 

W. The K. B. P. two stejts. 
B. The K. P. takes it. 

3- 
ffr. The K. Ki. to it» B. third »ja«fe. 
B. The K.Kt.P» two steps. 

4. 

ir. The K. B. to ite Q. B. fourth aqutre. 
B. The K.B. to its Kt. second square, fa) 

5. 
m The K. iR. P. two steps. 
B. The K. R. P. one step. 

6. 
IF. The Q. P. two steps. 
B. The Q. P. one step. 

7. 
0^. The Q. B. P. one step. 
B. The same. 

8. 
IT. The Q. to her K. second square. 

B. The same. 

4 
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fo^ tt is diHicult to decide whether this move 
be better than playing the King's Knight's Pawn 
to the adversary's King's Knight's fourth square. 
The well-known and justly-celebrated Italian 
playersy Lionardo^ Salvio, and Carrera, preferred 
the latter move; but Philidor^ Cozio^ and the 
€monymous ModenesCy recommended the former. 
The author of this treatise acknowledges that his 
opinion coincides with that of Lionardo and Salvio. 
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fr. The K. Kt. P. one step. 

B. The K^ Kt. P. to the adversary's K^ Kt. 
fourth square. 

10. 
fT. The K. Kt. to its square, or to its R. second 

square. 
B. The Gambit's P. to the adversary's K. B. tluril 

square, &c. 



. . (•• 
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It is obvious th9t the Black ha$ a remarkably 
fine game; he Ita* tl P^tvh rtiore th«i hrt ad^- 
versary, and a mucbbflttr 9itu^oiu Thid is th^ 
consequence of his having played -his Queen to her 
King's second square^ vistead of this iQPve, Phi" 
lidor directs the^ Black to play his Ojieeti^s Bishop 
to the adversary's Kii^^ Kmght'sTlburth square, 
which appears to be an exceptionable move, as it 
gables the White to play his ICing's Knight's 
)?awn, and disunite his adversary*s Pawns, th6 
Black not being able to move his King's Knight's 
farnis i^ iiinlseqAeike ofti» skuatian if his Queens 
Bishop. 
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SEVENTEENTH GAStt^ . 

I. 

W. The K. P. two st^. 
B. The same. 

%^ 
W. TheK. B. P. two steps, 
B. The K. P. taM it. 

3. 
W. The ^. Kt. to its B. tl^ squaie. 
B. The K. Kt. P^ two stiepS. 

4. 
W. Thf K. B. tp iU Q. B. fonrtbsqaare. 
jB. TheK. Kt. p. one step. 

6. 
W. The K. Kt. to the adversary's %., fourOi 

square, (a) 
B. The Q. to the adversary's K. R. fourth squar^ 

giving check. 

W, The K. to his B. square. 

B. I'he K. Kt. to its R. third sqaar*: 

7- 

W, The Q. P. two steps. 

B. The Q. P. one step, 

8. 

W. The K. Kt. to its Q. third square. 
B. The Gambit's P. to the adversary's K. B. third 
square. 



/If 



(n) With an kfforior player the White inajr 
iCBStle, and sacrifice his King's Knight. The game 
then becomes extrenoely critical, but against a 
skilful opponent the White's attack is certainly 
prenwtore. 



u 



9- 
fF. The K. KL P. ttSues it. 00 

B. TbeK.Kt.P.taLcstlieK.KtP. 

lO. 

if: The Q. takes the K. Kt P. 

K The Q. B. to the adversary's K. R. third 
^V^^3 P^^ died^, and wins the Q. ; be- 
eanae the White cao loove his King onlj 
to his second square, or to his Kmghfs 
square; if he more to theybraier^ the 
Qoeeo's Bishop played to the adversary *s K. 
Kt. Iborth square, wins the Qoeen ; and if 
be move to the latter^ the King's Sook, by 
checking at its Knight's square, will com* 
yA the White Qoeen to interpose^ &c 



ts 

(Or a) 

9- 

W, The K. Kt. P. one step. 

p. The Q. to her K. second square. 

10. 
W. The K. to his B. second square.. 
p. The K. B. to his Kt. second square. 

11. 
W. The Q. B. P. one step. 
B. The Q. Kt. to its B. third square. 

12. 
^ The Q. B. to. its K. B. fourth square, 
B. The Q. B. to its Q. second square. 

13. 
}V. The Q. to her second squaf%. 
B. The K. Kt. to its square 

14. 
^. The K. B. to its K. square. ' 
B. The Q. Kt. to its R. fourth square. 

15. . 
W. The Q. Kt. to its R. third square. 
p. The Q.Kt, takes the K.B. 

1(5. 
W. The q. Kt takes the Q. Kt. 
B. The K. castles with his Q. R, 

17. 
/r. The q. R. P. two steps. 
B. The K. ;R. p. two steps. 

18. 
W. TheQ. Kt. P. twosteps. 
B. The K. R, P. one step. 

W' TheK.R toils •qpj^. 

B. The K. Kt. to itsB, third iquara. 

^ _ 20. 

fV' Can not retrieve his game. 
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EIGHTEENTH GAMfi. 

1. . 
fF. The K. P. two steps. 
B. The same. 

2. 
J?*, The K. B. p. two steps. V 

^. The K. p. takes it 

3. 
JF. The K. JCt. to its B. third Sijuarc 
$. "PieKK^'P* two steps. 

4. 

W, The K. B. to its Q. B. fourth square. 
^. Th9 K- l(t. ^. one step. 

*.' 
IT. The K. B. tak«B the K. B. f. «id checks, 
^ T^Q K* takes the K. B. 

6. 

W' The K. Kt. tq the adversary's K. fourth scjuare, 

giving check. 
45. The K; to his square. 

7. 
W. The Q. takes the K, Kt. P. 
3. The Q. to her K. B. third square. 

8. 
W> The Q. to the adversary's K. R. fourth squarei^ 

giving chedc. ^ 
S. The K. to his second square. 



n 
9. 

/r. The K. )^\. ta,tl)e ^A^mmf* K* B. secoiMl 

square. 
B. The Q. takes the K. £t 

la •. . ; /::'-" '.■? .•. 

^. The Q. to the advenaiy's K. jSmrib Utfrnxk^ 

giving check. 
B. The Q. interposes rthpr, K» S^ *9P*fl^ r 

11. .V 

W, The Q. takes the K.. {t 
B. TheK.«;(,^^:».#f4«VWi- 
- .!«. .... 

^. The Q. P. one step. • 
B. The Q; I^fe. ^ itk B. UgM ■qnu^ ^* 

The BladL has much 1;he best of Uie gune ; H 
••HU.bfi4lflfeiiIt frr the Whit* tpprev^pt-theWagk 

from mQ\ang hJ9 Ki°g to hi$ second square, ain 
dien .his^ King^ Bishop to his Knit's seeonv 
square, &c. 



TOX.. II. p 7 



79 



' KINETEENTH GAME. 

1. 
IT. The K. P. two step*. 
3' The same. 

a. 
IT, The K. B. P. two steps. 
B. The K. P. takes it. 

3.- 
IF, The K. Kt. to its B. third square. 
jB. The K. Kt P. two steps. 

4. 
IT. The K. B. to its Q. B. fimrth square. 
B. The K. Kt. P. one step. 

5. 
fT, The K. Kt. to the adversary's K. fourth square. 
Si The Q. to the adversary's K. R. fourth square, 
giving check. 

6 
W. The K. to his B. square. 
B. The K.Kt. to its B. third square. 

7. 
W. The K. Kt. takes the K. B. P. (a) 
B, The Q. P. two steps. 

8. 
fT, The K. Kt. takes the K. R. 
B» The Q.B. takes the K.B. 



.Q 



(Or a) 

.3. ,■,;-.-:: .y.-.-.-. . .•.■•.■ . - 

fr. The K. B. takes the K.B. P. and checks. 
jB. The K. to his Q. sqmre. 

l«^PLeKUJB,,t<»itSiaKttb>r4.sqi|arjv i . 
!6. The"K7Kt. to itsK. fourth s(ju«re. 

9- 
fF, The K. Kt. to the adva-sar/s K. B. second 

square, giving check. 
B. The K. to his square. 

10. 

fr. The K. Kt. takes the K. R. 

£. The K. Kt. to the adversary's K. Kt. tidtf 

square, giving check. 

11. 

/r. The K. to his Kt. square. (If he take the K. 

Kt. he will equally lose his Q.) 
B. The K. B. to its Q. B. fourth square, givit^ 
check. 

12. 
fT. The Q, P. two steps. 
B. The K. B. takes the Q. P. and ohedts. 

13. 
/r. The Q. takes the K. B. 
B. The K. Kt. to the adversary's K. second 
square, giving check, and wins the Q. &c. 



0. 

¥F. The Q. to tier K. second square. 

B. The Q. B. to its K. third square. 

10. 
fT. The Q. P. one step. 
B, The K. Kt. to its R. fourth sqcyre. 

Jl. 
W. The Q. to her K. B. second square. 
JB. The Q. takes the Q. and checks, 

IT. The K. takesdie Q. 

£. The K. B. to its Kt. aeoond aqittr^ and will 
win the £^e. 
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TWENTIETH GAME. 

1. 
W. The K. P. two stepft 
jft The s^tmet 

Wx The K. B. P. two stejn, 
B. TheK, P, takes it. 

3. 
W^ The K. Kt. to its B. third square. 
E. -Tfef&K. Kt, P. two' steps. 

4. 
W. The K. B. to its Q. B. fourth square. 
B. The K. Kt. P. one step. 

5. 
W. The K. Kt. to the adversary's K. fourth square. 
B. The K. Kt. to its R. third square. ♦* 

6. 
W. The K. Kt. takes the K. Kt. P. , 
B. The Q. to the adversary's K. R. fourth squaife, 
giving check. 

7. 
W. The K. Kt. interposes at its B. second square. 
B. The Q. P. two steps. 

8. 
ff the White lake it with his K. B. the Blade 
wins the Q. by playing his Q. B. to the 
adversary's K. Kt. fourth square ; and if, 

TOL, II, o 
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instead of taking the Q. P. with the K, B. 

the White should take it with the K. P. 

the Black will play,' 
The Gambit's P. to the adversary's K. B. third 

square. 

9- 
W. Is compelled to remove or support his K. B. ; 
, the Black then takes the K. Kt. P. with 

his Gambit's P. and has obviously the best 

of the game, (a) 



83 



(a) If the White retire his Bishop to its Queen's 
Knight's third square, the Black must take the 
King's Knight's Pawn with his Gambit's Pawn, 
and then the King's Rook's Pawn with his Queen i 
but if the White, instead of retiring his Bishop to 
its Queen's Knight's third square, were to move it 
to its own square, the Black must check with his 
Queen on her King's second square, &c. 



e 2 
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9- 
W. The K. Kt. P. takes it. (a) 

B. The K. Kt. P. takes the K. Kt P. 

10. 

W. The Q. takes the K. Kt. P. 

B. The Q. B. to the adversary's K. R. third 
square, giving check, and wins the Q, ; be- 
cause the White can move his King onlj 
to his second square^ or to his Knighfs 
square ; if he move to the former ^ the 
Queen^s Bishop played to the adversary's K. 
Kt. fourth square, wins the Queen ; and if 
be move to the latter, the King's Rook, by 
chedcing at its Knight's square, will com^ 
nel the White Queen to interpose^i &a 



fi 

(Or a) 

W. The K. Kt. P. one step. 

^. The Q, to her K, second square. 

la 
W. The K. to his B. second square.. 
p. The K. B. to his Kt. second square, 

II. 
W. TheQ. B. P. onestep. 
B. The Q. Kt. to its B. third square. 

12. 
^ The O. B. to. its K. B. fourth square. 
B. The Q. B. to its Q. second «quare. 

13. 
W. The Q. to her second square. 
B, Thp K. Kt. to its square 

14. 
W. The K. U. to its K. square. 
B. The Q. Kt. to its R. fourth square. 

15. . ■ 

W. The Q. Kt. to its R. third square. 
^. TheQ. Kt. takes the K.B. 

1(5. 
W. The Q. Kt takes the Q. Kt. 
B- l^e K. castles with his Q. R. 

17. 
^ The O. R. P. two steps. 
B. The K. R. P. two steps. 

18. 
^. TheO. Kt. P. twosteps. 
B, The K. R. P. one step. ' 

W. The K.R toils sq^. 

B, TheK.Kt. to its B. third iq«ai«. 

20. 
W- Can not retrieve his game. 
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JV. Tlie Q. to the adversary's K. B. fourth square. 
B. The K. Kt. to its B. third square, 

10, 
JV. The Q. takes the Gambit's P. 
B. The Q. P. two steps ; and has a very good 
game, (b) 
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(h) The White has no attack; his pieces are 
confined, and he can not move ei^en his Queen's 
Pawn : his best move is to play his King's Bishop 
to its King's second square. 



6 4 
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TWENTT-SEGOND GAME. 

1. 
W. The K. P. two steps. 

B. The 8«me. 

2. 
W. The K. B: P. two steps. 
B. The K. P. takes it. 

3- 
W. The K. B. to its Q. B. fourth square, 
JB. The K. B. P. two steps. 

4. 
W. The K. P. takes it, (or a) 
B. The Q. to the. adversary's K. R. fourth square, 
• giving check. 

5. 
W. The K. to his B. square. 
B. The Gambit's P. one step ; to the adversary's 
K. B. third square. 

6. 
W. The K. B. takes the K. Kt. 
B. The Gambit's P. takes the K.Kt.P. and checks. 

7. 
W. The K. takes the Gambit's P. 
B* The K. R. takes the K. B. and has^ a much 
superior game. 
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(Or a) 

4. 
W. The K. B. takes the K. Kt. 
B. The Q. to the adversary's Q. £L fiaurth S()Qarc^ 
giving check. 

W. The K. to his B. square. 

B. The K. R. takes the K. B. » 

^. The K, Kt. to its B. third square. 
j5. The Q. to her K. B. third square, &c. 
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TW^ENTY-THIRD GAME. 

1. 
W, The K. P. two steps. 

B. The same. 

2. 

W. The K. B. P. two steps. 
B. The K. P. takes it. 

3. 
W., The K. B. to its Q. B. fourth square. 
JJ. The Q. to the adversary's K. R. fourth square, 
giving check. , 

4. ■ ' . 

tf. The K. to his B. square. 
B. The Q. P. one step. 

5. 
/^ The Q. P. two steps. 
B. The K. Kt. P. two steps. 

- 6. 
W. The K. Kt. to its B. third square. ' 
B. The Q. to her K. R. fourth squarp. 

• 7- 
/f. The K. R. P. two steps. 
B. The K. B. to its R. third square. 

8. 
W. The K. to his Kt. square. 
B. The K. Kt. P. to the adversary's K. Kt. fourth 
square. 



9* 

W. The K. Kt. to its K. square. 

B. The K. Kt. to its K. second square. ' 

10. 
JV. The Q. Kt. to its B. third square. 
B. The K. R. to its K. Kt. square. 

1]. ' 

W. The Q. Kt to its K; second square. 
jB. The Gambit's P. one step. 

12. 
W. The Q. Kt. to its K Kt. third square. 
JB. The Q. to its K. Kt. third square. 

13. 
IF. The Q. B. takes the K. B. 
B. The Q. takes the Q. B. 

14. 

W. The K. Kt. P. takes the Gambit's P. 
B. The Q. to the adversary's K. third square, 
giving check. 

15. 
W. The K. to his Kt. second square. 

jB. The K. Kt. to its third square, &c. 
The Black has the attack, and a good game. 
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TWENTY-FOURTH GAME, 

fV. The K. P. two steps, 

B. The same. 

2. 

W. The K. B. P. two steps, 
B. The K. p. takes it. 

3. 
}V' The K. B. to its Q. B. fourth square, . 
B. The Q. to the adversary's K, R. fourth squ^rp^ 
giving chect. 

W. The K. to his B. square, 
JP. The i^. P. one step. 

5. 
W. The Q. P. tviro steps. 
^. The K, Kt. P, two steps. 

W. The K. Kt. to its B. third square. 
B. The Q. to her K. R. fourth square. 

■ ■ 7, 
}V- The K. R. P. two steps. 
B. The K, B, to its R. third square, 

8. 
W. The K. to his Kt. square, 
^, The K, Kt, !>. one step, 
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W4 The K. Kt. to its K. aqwrfci 

B. The K. Kt. to Its K. seccnbd square^ 

104 

W. ' The Q. Kt. to its B. ttiird squUfC. 
B. The K. R. to ifis K. Kt. square. 

11. 
W. The Q. Kt. to its K. second square. 
JB. The Gambit's P. one step. 

12. 
W. The Q. Kt. to its K. Kt. third square. 
jB. The Q. to her K. Kt. third square. 

13. 
W. The K. R. P. one step. 
B. The Q. to her K. B. third square. 

14. 
W. The K. Kt. P. takes the Gambit's P. 
B. The K. Kt. P. takes the K. Kt. P. 

15. 
W. The K. to his B. second square. 
B, The K. B. takes the Q. B. 

16. 
W. The Q. R. takes the K. B. 
B. The Q. B. to the adversary's K. Kt. fourth 
square. 

17* 
W. The Q. B. P. one step. 
B. The Q. to the adversary's K. B. fourth square, 
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18. 
fT. The K. Kt. takes the 'P. at its B.' third square. 
B. The Q. B. to its K. third square. ' 

19. 
fT. The Q, Kt. to its K. second sqisare. 
B. The Q. takes the K. P. &c. (aj 
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(a) The Blac^ has a Pawn more than his adver- 
sary, and a better game» 



m 



TWENTY-FIFTH GAME. 

, Defence aft/ie Queen's Gambit. 

I* 

W. The Q. P. two stepj. 

h. The same. 

2. 

W. The Q. B. P. two steps. 

B. The Q. P. takes it. 

3. 

W. TheK.P. two steps. 

B. The same. 

4. 
W. The Q. P. takes it. (Or a) 
B. The Q. takes the Q. 

ff. The K. takes the Q. 
£. The Q. B. to its K. third square. 
• ' 6. 

fF. The Q. Kt. to its Q. second square. 
B. The Q. Kt. P. two steps. 

7. 
fF. The Q. R. P. two steps. 
B. The Q. B. P. one step. 

8. 
fF. The Q. R. P. takes the Q. Kt. P. 
B. The Q. B. P.. takes the Q. R. P. 
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(Or a) 

4. 
W. The Q. P. one step. 
B. The K. B. P. two steps. 

■ 5. 
W, The Q. Kt. to its B. third square. 
B. The iw. Kt. to its B. third square. 

6. 
W. The K. B. P. one step. 
B. The K. B. to its Q. B. fourth square. 

7. 
W. The Q. B. to the adversary's K. Kt. fourth 

square. 
B. The K. castles; &c. ^ 

The game is perfectly equal. 

TOL. II. H 
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TWENTT-SEVENTH GAME. 

1. 
fT. The Q. P. two stqw. 
B. The tame. 

3. 

fT. The Q. B. P. two steps. 
B. The Q. P. takes it. 

3. 
liT. The K. P. one gtep. 
B. The same. 

4. 

W. The K. B. takes the Gambit's Pi 
B. The K. B. to its Q. third square. ' 

is'.' 
W. The K. P. one step. 
B. The Q. B. P. one step. ' 

6. . 
W, The K. P. one step. 

B. The K. B. to its Q. B. second square. 

7. ...: . ■ .■■ 
;^. The Q, R. P. two step?; 

B, The K. Kt. to its K. second square. 

■/: • .. .8. ^ " . . 

W. Tliesame., . . 

B. The K, castles. . . 



. im 
9* 

W. The Q. Kt. to its B. third fqioM. 
B, TtiA Q. iCt.,tolt»>Q«r seoopil square. 

10. 
W. The K. castles. 

B. The Q. Kt. to its third square. 

Jl. 
W, The i^.^B. to'its Q. R. secdnd square. 
B, The Q. Kt. to its Q. fourth square ; han. 

The Blask has a good game. 
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WFTH A ROOK. 



SITUATION. 



\F. The K. at the adversary's Q. third square^ 
W. The K: at tbf aflmgwry'"' ^ R* square. 
The Q. R, at its Q. Kt. square. 

fF. The R. to its Q. Kt. fourth square. 

jB. The K. to the adversary's Q, B- third square^ 

fV. The R. to its K. Kt. fourth square. 

B. The K. to the adversary's Q.. third square^ 

3. 

fF. Tl}e K. to the adversary's K. Kt. secoiMt 

square. 
B. The K. to the adversary's K. third square* 



. 1^3 

4. ' , , 

fF. TheK. to iftfe kdv^ertaiy's k. fo. or fc; i. 

£. The K. to the adversary's K. B. third square. 

5. 
J5r. "ithe k. te the adversary's K. B. fourth square. 
£. The K. to the adversary's K. third -square. 

6. ' 

W. The R. to it» K. B. foarth square# - - 
fi. The K. to the adversary's Q. third square. 

7. " ^ .,-. ... -X 
W4 THell, to ife K. fourth squte-e. . '^ . .. :; i 
B. The K. to the adversary's Q. B. third square* 

8. ' .4 V . "'^ '^^N 
W. ;Ttte(ILto(he'adrttwry;8K« fourlh*sqtpire^\ 
B. The K« to the adversary's Q. third square. 

/F. The K. to the adversary's Q. foorUirBquare. 
B. The K. to the adversary's Q. B. third square. 

10. 

W. The R- to its Q. fourth square. 

B. The K. to the adversary's Q. Kt. third square. 

11. 
W. The R. to its Q. B. fourth square, 
B. The K. to the adversary's Q. R. third square* 

H 4 
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fV. The K. t^i^'SL^Q- fourth squ^rie. 

B. The K. to the adversary's Q- Kt. third square. 

' - •- • i: • . 13. 
W. The K. to his Q. third square. 
B. The K. to the adversary's Q. Kt. : second 

square. 

14. 
W. The K. to his Q. second square. 
B. The K. to the adversary's Q. Kt. third square. 

15. 
jy. The R. to its K. fourth square. 
B. The K. to the adversary's Q. R. third square. 

10. ^ 

IT. The K. to his Q; B. second square. 

B. The k. to tl>e adversary's Q. R. second square. 

17. 
fV. The R. fo its fourtti square, giving check- 
mater 
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Method of giving Check-mate tvith a Rook, 
on a particular Square. 

SECOND SITUATION. ' 

B. The K. at the adversary's K. square. 
fF» The K. at his B. third square. 
The K. R. at its second square. 

The Black King must be check-mated on his 
own square. 

1. 
W. The R. to its K. B. second square. 
B. The K. to the adversary's Q. square. 

2. 
PT. The R. to its K. second square. 
B. The K. to the adversary's Q. B. square. ^ 

3. 
IF. The K. to his third isquare. 
B. The K. to the adversary's Q. square. 

4. • . 

IV. The K. to his Q. third square. 
B. The K. to the adversary's Q. B.' square. 

■ ■-•' ^ ■••5. ■ 

JV. The R. to its Q. second square. 

B. The K. to the adversary's Q. Kt. square. 



fT. The R. to its Q. B. second square. 

B. aiie K. to the ad\fers^'s Q. R. %qu^. . . 

7. 

^. The K. to his Q. second square. 

£. The K. to tiie^adyersaty^s Q. fCt. square. 

8. 
liT. The K. to his '5, B. third square. 
B. The K. to the adversary's Q. R, square. 

9- 
iE The R. to its Q.^^ sqaare> ^vHig'iJieci.' 
B. The K. to the adversary's Q. R. teedWi 
square. 

10. 
^ Tlie R. toitsQ. square. ' ^ 

B. The Ki. to thfe adversary's 1^. R. tliird square. 

11. 
W. The R. to 'its "(^. Kt. square. . ' ^ 

B, The K. to tHie adi'fei-sa'ry's ^; fe. tecfiiid 
square. 

i2. ....«: L ."V\ 

iF. The K. to his Q. B. second s^aws. . 
B. The K. to the adversary's Q. R. third sqliare. 

. . ii3. ■• ...• .-.•. .=.r :^•• 

/r The R. to its iQ. Kt. ^oond sqdariJ. -> .'<^i 
B. The K. to the adversary's Q. R. fourth square. 

, • 14, • . ■ ; ;' X ."■•■ * 
W. Ttie R. to its Q. Kt. third squqre^ ,. 
B, The K. to his.Q. R. fourth square. 



B. The K. i0)the1iil»l$)%a^'(L^.- &; fodl-di Isqua^. 

B. The K. to his Q. R. fourth stytittt. 

' ' l>. "" 
JF. The R. to its O. Ki. Fourth square. 
•-Si "'fTie'k.'tdliis'C^. il. thtrd squai^^ 

18, 
fF. ^e^* to thejidversary's Q. Kt. fourth squareu 
B. The K. to his Q. 11. sepcmd scmare. 

^. . Jhe S. tKthe«*^f&i!y>:Q. R folfrth^sjns, 
£. The K. to his Q. R. third squace. 

.'.:::fd. .... -■•■■ ... Z 
W. The K. to the advejraary's Q. B. third square. 
^•.Th^,Jf^,|o4*,g.R.j?ee9n^:fl^»M^ . . 

■21. ■-• :..-:...; 

W. The R. to the adversary's Q. R. fourth square, 

giving check. 
B, The K. to his Q. Kt. square. 

22. 
IT. The R. to its Q. R. fourth squane.. 
B, The K. to his Q. B. square. 

23. 
W. The R. to its Q. Kt. fourth square-- 
B^ Hie.K. to bis Q. square.. 



W. The k. to the adva-8ary> Q« third square. . 
B. The K. to tiis g. B. sqjidre. |a) 

i^ The R. to the adversary's Q. Kt. fourth 
square/ /^^ 

JB. The K, to his Q. square. 

20.. r f^ ^<C 

/^. The R. to the adversary's Q. B. fourth square* 
jB. The K. to his own square. 

27. 
W. The K. to the adversary's K. third square. 
B. The K- to his B. square. 

aa. 
W. The R. to the adversary's K. Kt. fourtjl 

square. 
B^ The K. to his own aquftre. 

. :s r^ 29. -^ 
W. The R. to the adversary's K. Kt. square^ giving 
dieck-mate. 
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(Ora) 

fF. . , . . . 24. 

B. The K. to his square. 

25. 
fF, The K. to the adversary's K. third square, 
B. The K. to his Q. square. 

26. 
fF. The R. to its Q. B. fouith square. 
jB. TheK. tohisown squiire. .. 

. ; 27. 

fF. The R. gives check-mate. 
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THIRD SITUATION. 



B. The K. at his R. fourth ^uare. . 
fF. TheK.attheadversary^6H/». Hiirdhquare. • 
The Q. R. at^ the adversaria's Q*.^; f^^ 
square. 

In similar .9j(9^tiPll9>..M.un8(Jlfid pla^r i& fre^ 
quently puzzled how to, give cbeck^-rtate^ it -ift 
however very easily effected in the following l|p^ 
ner: -' ^ '■■ -^ \ 

1. 
fF. The R, to its Q. B. fourth square. 
B» The K. is compelled to go to his R. third 

square. 

2. 
fF. The R. to its K; R* fourth square, giving 
eheck-mate. 
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Method of giving CheCk-mate with both 
. Bishops. 

SITUATION OP THE PIECES. 

B. Th^ K* at thead^er^y^ii K. fi3urtK sqiiare. 
IV. TheK. at the adversaiy's Q. B. fourth -square^ 

The K. B. at its Q. Jt^t. third square. 

The Q. B. at the adversary's Q. Kt. square, 

- 1. 

fV. The K. B. to the adversary's Q. fourth square, 

giving check. 
.8. The £• to th0 adversary's K. third square. 

IF. The Q. 5- to th^ adversary'^ K. fcurth square. 
B. Th.e K* to th§.adversary'si Q. tbijrd square. 

3. 
fV. The Q. B. to its Q. foujrth square. 
B. The K. to the adversary's Q. B« second 
square. 

W. The K. to his Q. 3* fourth squpre. 

B. The K;. to ^fee adversary'^ Q, second squwe. 

5. 
fV. The K. B. tp its thin! sgvare. 
£. Th^ ]g^. tp ^ adversary's K. square. 



6. 
W. The K. to his Q. third square. 
B. The K. to the adversary's K. B. square. 

. 7. ' 

JV. The Q. B. to its K. third square. 
J5. The K. to the adversary's K. square. 

8. 
W. Tlie K. B. to its K. Kt. second square. 
B. The K. to the adversaay's Q. square. 

9. 
IV. The Q. B. to its K. B. second square. 

JB. The K. to the adversary's Q. B. square. 

10. 

W. The K. to his Q. B. third square. 
B. The K. to the adversary's Q. square. 

11. 
W. The K. B. to its third sqaarcj giving check. 
JB. The K. to the adversary's Q. B. square. 

12.. 
IV. The Q. B<. to its K. third square^ giving 
check. . ' . :.'.... 

JB. The K. to the adversary's Q. Kt* square. 

13.' 
JV. The K. to his Q. Kt. third square. 
JB. Tlie K. to the adversary's Q. R. square. 

TV. The K. to hi« Q. R. third square, (or a) • 
jB. The K/ to the advei^ary's Q. Kt. square. 
4 
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(Or a) 

14. 
ff^. The Q. B- to its K. B. fourth squart. 
B. The K. to the adversary's Q. Kt, square. 

. 15. 
JF. The K. B. to its K. fourth square, giving 

check. 
J5. The K. to the adversary's Q. R. square. 

16. 
fF. The Q. B. to the adversary's K. fourth square, 

giving check-mate. 
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W. The K. B. to its K. fourth square, giving 

check. 
B» The K. to the adversary's Q- R. square. 

. 16. 
W. The Q. B. to the Q. fourth square^ giving 
check-mate. 
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Method of giving Check-mcLte with a Knight 
and Bishop. 

SITUATION OF THE PIECES. 

B. The Kr. at his Q. R. square. 

W. The K. at the adversary's Q. B. third square. 

The Q. B. at its square. 

The Q. Kt. at the adversary's Q. fourth square. 

1. 
W. The Q. B. to the K. B. fourth square. 
B. The K. to his Q. R, second square. 

2. 
W. The Kt. to the adversary's Q. Kt. third square. 
B. The K. to his Q. R. third square. 

3. 
JV. The B. to the adversary's Q. Kt. square. 
J5. The K. to his Q. R. fourth square. 

4. 

W. The Kt. to the adversary's Q. fourth square. 
B. The K. to his'R. third square, (or a) 

5. 
W. The Kt. to its fourth square, giving check. 
J5. The K. to his Q. R. fourth square. 

6. 
JV. The K. to the advcreary's Q. B. fourth square. . 
B. The K. to the kdversary's Q. R. fourth 

square. 
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(Or a) 

fr. . . . . . 4. 

B, ITie K. to the adversary's Q. R. fourth square. 

5. 
ff. The B. to the adversary's K. fourth square. 
B. The K. to the adversary's Q. Kt. third square. 

6. 
fF. The Kt. to its K. third square. 
B. The K. to the adversary's Q. Kt. fourth 
square. 

13 
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7. 
W. The K. to his i^. B. fourth square. 
B. Tlie K. to his Q. R. fourth square, 

8. 
W. The B. to the edversar/s Q. B. seaHwi square, 
giving check. , 

B. The K. to the adversary^ Q. R* fourth square. 

9. 
JV. The B. to the adversary's Q. Kt. third square. 
B. The K. to the adversary's Q. R. third square. 

W. The Kt. to its Q. third square. , 

B. The K. to the adversary's Q. R. fourth square. 

11. 
W. The Kt. to its second square, giving chepk. 
jB. The K. to the adversary's Q. R. third square. 

12. 
W. The K-. to his Q. B. third square. 
B. The K. to the adversary's Q. R. second 
square. 

13. 
JV. The K- to 1)is Q. B. secood square.. 
£. The K. to the adversary's Q. R. third square.^ 

14. 
IV. The B. to the adversary's Q. B. fourth square, 

giving check. 
JB. The K. to the advei-sary's Q. SR. secottd 

square. 
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. IT. The K. t9 M adwrjvy'* Q- ^. third 

sgiiare^ 
^. The K. to the adwrsary's Q. R. fourth square^ 

A 
/T. The Q. B. tpitf third square. 
JS.^ The; A- fQ the adversary's Q. K^t, third aqiJtr«. 

p. 
^. The Q. B. to its Q. second square, 
B. The K. to the adversary's Q. R. fourth square. 

W. 
fV. TSm |L. to th^ adversary's Q. B. foQrtb squane. 
B. The K. to the advers.ary's Q. Kt. third square: 

11. 
IV. The 1L. to the adversary's Q. iCt. fourth 

square. 
JB. The K. to the adversary's Q* R. third square. 

12. 
W. T^he Kt. to its B. secontl square, giving check. 
B. The K. to the adversary's Q. Kt/ second 
square. 

13. 
W. The Kt. to its Q. fourth square. 
B. The K. to the adversary's Q. R. third square. 

14. 
Jf. The B. to its square, giving check. 
B. The K. to the advers?iry's Q. R. second 
square. 

15. 
W. The K. to his Q. Kt. fourth square. 
jB. The K. to the adversary's Q. Kt. square. 

16. 
JV. The B. to its R. third square. 
B^ The K. to the adversary's Q. R. second 
square. 

14 
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15. . 
-/r! The B.to itft Q. Kt.- fourth square. '^ 

B' The K. tcKhe adversary's Q. R. square, r. 

I6. 
^. The Kt. to its Q. third square. 
B. The K. to the adversary's Q. R. secbhd 
square. 

17. 
ff. The Kt. to its B. square, giving check. 
B, The K. to the adversary's Q. R. square. 

18. 
fF. The B. to its third squar«> ^ving diedL-mate. 



17. 

ff^. The Kt, to its K. second square. 

B. The K. to the adversary's Q. Kt. square, (or b) 

fV. The K. to his Q. Kt. third square. 

B. The K. to the adversary's Q. R. square. 

19.* . 
fF. The B. to its Kt. second square, giving check. 
B. The K. to the adversary's Q. Kt. square. 

20. 
W. The Kt. to its B. third square^ giving gheck- 

mate. 

COrh) 

17. 

B. The K. to the adTersar7*8 Q. R. squaie 

18. 
: The K. to- his Q. Kt. third square. 
The K. to the adversarj's Q. Kt. sqoare. 

19. 
W. The Kt.. to its B. third squai^, siviag chedk. 
B. The K. to the adversary's Q. R. square. 

20. 
IV. The B. to its Kt. second square, giving cbeck-Biat». 
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Method qfdramng a Gafne with a Eln^ht 
<ig<»mt a^ook* 

POSITION OF THE PIECES. 

B. The K. at the adversary's K. third aqaare. 
The I^. R. at the adversary's Q* R. square. 
' IT. The K- at his own square. 

The Q. Kt. at the Q. B. square. 

• W. The K. to Ills Q. squared 
B. The R. to the ^vei!^^!^^ Q^ Rt. jqjM«e» 

a. 

W* The K. to fus Q. B. ^ecemd ^qoaws. 
jB. The R. to its Q. Kt. fourth square. 

3. • ■■.'-•■ 

W. The K. to his Q. square. 
jB. The R. to the adversary's Q. Kt.' second 
squdre. 

.4. • • ' 

W. The K. to his own square. 
B. The R. to the adversary's Q. second square. 

5. 
^. The Kt. to its third square. 
jB. The R. to the adversary's Q, Kt. second 
square, (er a) 
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(OraJ BACK-GAME, 

From ^Ae fifth move of the Blaei. 

W. . . . . . 5. 

B. The R. to the adversary's Q. B. seconcl S(]uare. 

6. 
W. The K. to his Q. square, 
B. Thie K. to the adversary's Q. third square* 

7. 

0^. The Kt. to its Q. B. square, givitig check, fb) 
B. The K. to the adversary's Q. B. third square,. 

^. The Kt. to its K. second square, giving check ; 
and will easily uialLe a drawn game. 

(h) If tte White, instead of playrng this move, were tO' 
'{i^r-the Knight .to its Queen's Reolafaisquans, the Bkck woiikl 
win J ex.: 

7. 
JF, The Kt, to its Q. R. square. 
B, The R. to the adversary's d. Kt. seccmd square^ 

, - »• . i 

^. The Jt. lobifi ^. B. square. . 

B.' The K. to the adversary's ft. B. third square. . 

9 

IPI Can not play his Kt. without putting it en pri^e, amj jf .he 
play his K. to hrs Ct. squnre, the Bkdi ebeclu at the 
adyer-sary's Q. Kt. square^ and wins the iCt, , 
N. B. It is to "be observed, that when the Knight is" distant 

liom its King, the Rook generidly wins the game. 
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W. The Kt. to its Q. B. square. 

B. The R. to the adversary's K. B, second square. 

7. 

W. Ttie K. to his Q. square. 
j&. The R. to the adversary's K. R. second 
square. 

8. 
W. The Kt. to its third square. 
B. The K. to the adversary's Q. third square. 

9- 
W. The Et. to its Q. B; square, giving check. 
i?. The K. to the adversary's Q. B. third square^ 

10. 
W. The Kt. to its K. second square^ giving 

check. 
B. The K. to the adversary's Q. Kt. second 
square. 

11. 
W. The K. to his own square. 
jB. The K. to the adversary's Q. B. second 
square* 

12. 
W. The K. to his B. square. 
B. The K. to the adversary's Q. second square. 

13. 
W. The Kt. to its K. Kt. square. 
B. The K. to the adversarj»'s Q. square. 
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14. 
W. The Kt. to Its K- B. third aqmfe. 
B. The R. to the ^ver$ary*s X. R. square* 

giving check. 

15. ' : 

W. The Kt. interposes at its K. Kt. square^ . 
B. The R. to its K. K. fourth squarei. 

l6. 
TV. The K. to its Kt. second square. 
B. The K. to the adversary's K. square. 

W. The Kt. to the K. B. third square, giving 

check. t- 

jB. The K. to the adversary's K. second £quare# 

18. 
JV. The Kt- to its own square^ giving check. 
B. The K. to the adversary's K. third square* 

19. 
fV. The K. to his B. square. 
B. The R, to its K . B. fourth square, giving diecki 

20. 
W. The K. to his own square. 
B. The R. to the adversary's K. B. second square. 

21. 
W. The Kt, to its R. third square. 
J5. The R. to the adversary's K. Kt. second 

square. 
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23. 
JF. The K. to hk B. square. 
A TtieR. to the adversary's K. R« second square* 

23. 
^. The Kt. to its own square. 
B. The R. to the adrersary's K* B« second square, 
giving check. 

24. 
W. The K. to his own square, 
B. The R. to the adversary's K. Kt. second 
square ; or to the adversary's Q. Kt. second 
square. 

25. 
fF. The K. to his B. square ; and it is evident 
that the Black can not win the game. . 



/ 

i 
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"Method o/* drawing a Game with a Bishop 
against a Rook. 

SITUATION OP THE PIECES. 

B. The K. at the adversary's K. third square. 

The Q. R. at its third square. 
W. The K. at his B. square. 

The K. B. at the adversary's Q. B. third 
square. 

1. 

W. The K, B. to the adversary's Q. Kt. second 

square. 
B. The Q. R. to its Q. Kt. third square. 

2. 
JV. The K* B- to the adversary's Q. fourth 

square. 
B. The Q. R. tof the adversary's Q. Kt. second 

square. 

3. 
W. The K. B. to the adversary's Q. B. third 

square. 
B. The Q. R. to the adversary's K. B. second 

square, giving check. 

4. 

W. The K. to his Kt. square, (a) 

B. The K. to the adversary's K. second square. 
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(a) If you were to play your King to his own 
tquare, the Black would win ; ex. : 

4. 

fT. The K. to its own square. 

B. The B. to the aciversary's Q. B. s^nd square. 

5. 
/iT. Tlie B. to its Q. R. fourth square. 
£. The R. to the adversary's Q. B. square, giving 
check. 

6. 
W. The B. interposes at its Q. square* 
jB. The R. to the adversary's Q. Kt. or Q. H. 
square. 

7. 
W. The K. to his B. square. 
B. The R. takes, the B. &c. 

VOL. II. K 



5. 
W. The K. B. to ttie adversary's Q. foartit square^ 
B. The K. to the adversary's K. square. 

6- 
/r. The K. B. to the adversary's Q. B. third 

square. 
B. The R* to its K. B. third square^ 

7. 
fV. The K\ B, to the adversary's Q; Kt. second 

square. 
B. The R. to its K. Kt. third square^ giving 

check. 

fV. The K. to his R. second square. 

B. The K. to the adversary's K. B. second square. 

9- 
^ /f^. The K. to his R. third square. 

B. The R. to the adversary's K, Kt. third square, 

> giving check. 

10. 
' fF. The K. to his R. fourth square, and will 
easily draw the game^ 
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Method of winning with a Queen against ^ 
both Rnights. 

SITUATION OF THE PIECES. 

B, The K. at the adversary's Q. fourth square. 

TheK. Kt. at. the adversar/s Q. B. fourth 
square. 

The Q. Kt. at its R, fourth square. 
JK The K. at his R. second square. 

The Q. at the adversary's Q. R. square. 

1. 
JF. The K, to his Kt. third square- 
B. The K. to the adversary's Q. third ^uar*. 

2. 

IK The Q. to the adversary's Q. fourth square, 

' * giving check. 

B, The K. to the adversary's Q. B.* third square. 

3. 

fF. The K. to his B. fourth^square. 
B. ' The Q. Kt. to the adversary's Q. third square, 
giving clieck. 

4. 

fF. The K. to his B. third square, 
J8. The Q. Kt. to itsK. fourth square, giving 
check. 

K 2 
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s. 

IV. The K. to his fourth square. 

/?. pThe K. to the adversary's Q. Kt. third square, 

6. 
fV. The K. to his Q. fourth square. 
B. The K. to the adversary's Qi Kt. fourth 

square. 

7. 
W. The Q. to the adversary's Q. Kt. second 

square, giving check. 
B. THc K. to the adversary's Q. R. fourth square. 

8. 
W. TheK. to the adversary's Q. B. fourth square 
B. The K. to the adversary's Q. R. third square. 

IV. The Q. to her Kt. fourth square, giving check. 
jB. The K. to the adversary's Q. R. second square. 

10. 
JV. The K. to. the adversary's Q. fourth square. 
B. The K. to the adversary's Q. R. square. 

11. 
JK The Q. to her Kt. third square. 
B. Is compelled to move one of his Knights, &c. 

N. B. ThelBlack has no chance of defending 
his game, but by keeping his Knights in that situ^ 
ation in which they slipporteach other ; as soon as 
you can compel him to abandon that situation, you 
will fipd no difficulty to win the game« - 
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Method of making a draiun Game with both 
Bishops against a Queen. 

SITUATION OF THE PIECES. 

B. The K. at his Kt. second square. 

The Q. B. at its K. Kt. third square. 

The K. B. at its third square. 
JV. The K. at his Kt. fourth square. 

The Q. at her B. fourth square. 

1. 
fV. The Q. to the adversary's Q. second square, 

giving check* 
J?. The K. to his B. square. 

2. 
tV. The Q. to the adversary's K. third square. 
J5. The K. to his Kt. second square. 

3. 
IV. The K. to his B. fourth square. ! 

J?. The Q. B. to its K. R. second square. 

4. 
fF, The Q. to the adversary's Q. second square, 

giving check. 
B. The K. to his Kt. third square. 

'5. 
W. The Q. to the adversary's K. square, giving 

clieck. 
J?. The K. to his Kt. second square. 
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TF. The K. to his Kt. fourth square* 

B. The Q. B. to its K. Kt. third square. 

7. 

tf\ The Q. to the adversary's K. third square. 
B. The Q. B. to its K. R. second square. 

8. 
tV. The Q. to the adversary's Q. second square, 

giving check. 
B. The K. to his Kt. third square. 

W. The Q. to the adversary's K. square, giving 

cheek. 
B. The K. to his Kt. second square. , 

10. 
/r. The K. to the adversary's K. R. fourth square. 
B. The Q, B. to its K. B. foiirth square, (a) . 

11. 

fV. The Q. to the adversary's Q. Kt. fourth square. 

B. The Q. B. to its K. KjL. third square, giving 
check. 

12, 

fK The K,,to his Kt. fourth S(]aare. . ; 

j^. The Q. B. again retires to its K. R, second 
square, and the sitciatiDn of hi/5 pieces is 
precisely similar to tjiat in which they stood 
at the eighth move. If lie cautiously pur-, 
sue that system, it uill be out of youf 
power t9 wio the gaipe,- - 
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(a) If, instead of this move, he were to play his 
King's Bishop either to the adversary's Queen's 
Knight's siecond square, or to the adversary's 
Queen's Rook's square, he would lose the game ;. 
ex. : 

TV. .... . 10. 

B. TheK. B. to the adversary's Q. Kt. second 

square. 

11. 
TV. The Q. to the adversary's Q. second squai ^ 

givmg check. 
B. The K. to his R. square. 

12. 
W. The Q. to the adversary's Q. B. square, gtving^ 

check. 
B. The Q. B. interposes at its K.Kt. square, (b} ' 

13. 
IF. The K to the adversiwy's K. Kt. third square^ 
B. The K. B. to its Kt. second square. 

14. 
W. The Q, to her K.'R. third square, giving 
check. ' * 

3. The Q. B. interposes. . 

15. 
IV. The Q. takes it, and gives check-mate. 

' (h) If he should play his King to his Knighf s second s|^iu(re» 
ypiVL should .check at the ^versarj's Quad's Knight's seco;il 
square, by which move you Vin his King's Bishop, &c. 

K 4 
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Method of giving Check-mate with a Rook 
and Bisho]^ against a Rook, 

SITUATION OF THE PIECES, 

jB. The K. at his Q. B. square. 

The K. R. at its Q. Kt. second square. 
IF. The K. at the adversary's Q. B* third square. 
The Q. R, at the adversary's Q. R. third 

square. 
The Q. B. at the i^dversar/s Q. B. fourth 
square, 

.1. 
ff[ TheR. to the adversary's Q. R. square, giving 

check. 
B» The I^. interposes. 

a. 

ff^. The R. to the adversary's Q» R. second 

square. 
JB. The R. to the adversary's Q. Kt. second 

square. ' ' \ 

.3. 
^. The R. to the adversary's K. Kt, second 

square, ^ 

JB. The R. to the adversary's Q. second square, 

4. 
T'T. The R. to the adversary's K. B. second square, 
J5. The R. to the adversary's Q. square, (of c) 
(or k) 
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(Or a) 

tv. : . . . . 4. 

B. The R. to the adversary's Q. third square. 

5, 
/F. The Q. R. to the adversary's Q. R, second 

square. 
jB. The K. to his Q. Kt, square. 

6. 
fF. The Q. R. to its fourth square, 
B. The R. is compelled to play to the adv.ersc^ry's 

Q. B. third square, to prevent the B. from 

checking at the adversary's Q. third square, 

&c. - 

7. 
fV. The Q. R. to its K. fourth square. 
JS. Is con[)peHed to take the B, with his R. to avoid 
checkn-rriate, 

(Or A) 
fV. 4. 

B' The R. to its Q. square, 

5. 
^. TheB. to the adversary's K. second square. 
vB. The R. to its K. Kt. or K. R. square. 

6. 
fF. TheQ.'R. to the adversary's K. B. fourth 

square. 
B. The K, to his Q. Kt. square, 

W. The B. to the adversary's Q, third square, 

giving check, 
B- The K, to his ^. B, square, 

• ', - 8. • 

W. The Q. R. to the adversary's Q. Kt. fourth 
square, &c. 
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5. 
fF. The R. to the adversary's Q. R. second square^ 
B. The R. to tlie adversary's Q. Kjt- square, (or E) 

6. 
M". Tlie b. to its Q. R. third sqoare. 
B. The R. to the adversary's Q. Kt third square^ 
(or c) 

7. 
TF. The B. to the adversary's Q. third square. 
JB. The R. to the adversary's Q. B. third square, 

giving check. 

8; 

IV. The Q. B. interposes at the adversary's Q, B. 

fourth square. 

B. The R. to the adversary's Q, Kt. third square. 

tj. 

JV. The R. to the adversary's Q. B. second square, 

giving check. 
jB. The K. to his Q. Kt. square. 

10. 
IK Tlie R. to the adversary's K* second square. 
JB. The K. to his Q. R. square. 

IV. The R. to its K. fourth square. 

B. The K. to the adversary's Q. Kt. second 
square, or to the adversary's Q. Kt. square^, 
or to its Q. Kt. second square, 

' • 12.^ ' ' ■• 

IV. The R. to its fourth square, giving cheeky, 
%6. TheK, tb his Q: Kt. square^ *^ ' ' ' 



m 

(Orl) 

Ik ..... 5. 

B. The K. to bis Q. Kt.'square, 

6. 

IV. The R, to its fourth sqpare, 

jEL- The R. to the adversary's Q. B. squiire^ ' 

7. 
jr. The R. to its K, fourtli squilre. 
B. Is compelled to take the Bishop witli his Rook 
to avoid check-mate* 

(Ore) 

m 6. 

B. The K. to his Q. Kt. square, . 

fV. The R. to the adversary's K. B. second square, 
B. The K* to his Q. R. square. 

8. 
/F. The R. to the adversary's K. B. fourth square, 
JS. The R, to its Q. Kt. second square, 

9- 
JV. The R. to its K. B. fourth square. 
jB. The R. to the adversary's Q. Kt. third square. 
(or b) 

(Or.) 

Ur, • 9. 

j5. The B. to its K. Kt. second square, 

10. 
JV. The R. to the adversary's K. B. square, f;iving theck. 
B. The K. to his Q. E. second square. 

n. 

W, The B. to the adversary's Q. B. fourth square, givingrJieck. 
B. The K. to his Ql. R. third square.. 

Wi The R. to the adversary's Ql. E. square, giving check. 
B- The B. inter|)Ose6. 

13. 
fF. The % takes it, giving check-naate. 
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13* 
W. The B. to the adversary's Q, third square, 

giving check. 
h. The K. to his Q. B. square, 

14. 
W. The R. to the adversary's Q. R. square, giv- 

, ing check. 
B. The R. interposes. 

15. 
W. The R. takes it, and gives check-mate. 
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10. 
JK The R. to its fourth square, giving check. 
jB. The K. to his Q. Kt. square. 

ll! 
fV. The B. to the adversary's Q. third square^ 

giving check. . . 

B. The K. to his Q. B. square. 

12. . 
PF. The R, to the adversary's Q. R. square, giving 

check. 
B. The R. interposes. 

13. 
^. The R. takes it, and gives check-mate. 
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AnotJier Situation, in which ^a Rook and 
Bibhop mai/ win against a Rook. 

B. The K* at his Q. R* square. 

The Q. R, at its Q. Kt. second square. 

IT. The K. at the adversary's Q. R. third square. 
The Q. R, at the adversary's Q. third square. 
The Q. B- at the adversary's Q. R. fourth 
square. 

I. 
/r. The Q. B. to the adversary's Q. Kt. third 

square. 
B. The R. to its Q. R. second square, giving 

check, (or a) 

'^. 
/iT. TheK. to the adversary's Q. Kt. fourth square: 

for if you took the R. the Black K. would 

be stale-mate. 
S. The R. to its K. R. second square, (h) 

3. 
JV. The K. to the adversary's Q. B. third square, 
B. The R. to its K. R. square. 



•143 



(a) 

W, 1. 

B. The R. to its Q. Kt. square. 

2. • 
ff\ The B. to the adversary's Q. B. second square. 
B. The R. to its Q. B. square. 

3. 
/F. The K. to the adversary's Q. Kt. third square. 
B. The R. to its K. Kt. square. 

4. 
/F. The R. to the adversary's Q. fourth square. 
B. The R. to its K. Kt. third square, giving 
check. 

fT. The B. interposes at the adversary's Q. third 

square. 
B. Is compelled to take the B. with his R. &c. 

rr. . . . . . 2, 

B. The R. to its Q. Kt. second square. 

3. 
fV. The K. to the adversary's Q. B. third square. 
B. The R. to its Q. Kt. square. 

4. 

PF. The R. to the adversary's Q. fourth square. 
B. The R. to. its Q. Kt. second square.' 

5. 
ff\ The R. to its Q, fourth square. 
JS. Loses in a few moves. 
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^. The Q. B. to the adversary's Q. B. second 

square. 
B. The R. to its K. Kt. square, (or c) 

6. . . . '- 

TV. The R. to the adversary's Q. fourth square. ^ 
JB. The R. to its K. Kt* third squ^re;^ ^givijig 
check. 

6. 

TV. The B. interposes. 

B. The R. to its K- Kt. second square. 

7. 
TV. The R. to the adversary's K. fourth square.^ 
B. The R. to its K. B. second square. 

8. 
TT\ The R. to the adversary's K. square, grving 

check. 
B. The K* to his Q. R. second square. 

TV. The Q. B. to the adversary's Q. B. fourth 

square, giving check. 
B. The K. to his Q. fi. third square. 

10. 
TV. The R. to theadversary'sQ.R. square,- giving 
check/ &c. 



Hi 



I ■ V 



B. The K. to his Q^^ R. seomd square. 

s. 
W. The R. to its Q. fourth square. 
B. The R. to its K. R. third square, giving 
chedc. 

6. 
IT. The B. interposes at the adversary's Q. third 

Square. 
41 Is obliged to take the B. &a 
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ENDS OF -GAMES WITH A QUEEN AGAINST A 
PAWN WITHIN ONE SQUARE OF BECOMING 
A QUEEN, O 

When jwoi^reuiain witHj^in^Quee^Dji^d jr^r s^^^^ 
versary has only a Pawn within one step of becoming^ 
a Queen, and.wfeich is suf^Qflied by4trKu9]p, ifR^u 
'^ill j^oTbe ablc' to win*the%afM, uliless yutiir'Kibg 
be close to it, and your, adversary's* Tawh be the 
\King'^ Qufeji^^ King's Kiiighfs or Queer's K^gi^. 
If it should be one of the Rook's' Pawm, or one of 
the Bishops* Pmms, £Li^:yttia^ Katig b^LCOlisidir- 
ably removed from it, the game will be drawn. 

Method of winning the Game if it be the 
King*5 Pawn. 

SITUATION OF THE PIECES, 

TV. The K, at the adversary's K'. Kt. second square. 

The Q. at the adversary's Q. R. second square. 
B. The K, at the adversary's Q. second square. 

The K. P. at the adversary's K. second square. 

1. 
fV. TheQ. to.her K. B. second square. 
B. The K. to the adversary's Q. square. 

2. 
IV. The Q. to her fourth square, giving check. 
jB. The K, to the adversary's Q, B. second square. 
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•3. 

fE The Q. to her K. third square. 

B. The-K, to tljp adversary's Q, square. 

4. 
ff^. Thfe Q; to her tVifd square^ giving check. 
S. *'3Phe K, to th^ adversary's K. square. 

fF. The K. to the^ adversary's K. B. thir^sqpare. 
B. The K. to the adversary's K. B. second 
square. 

fF. The Q* W her second square. 

jB. The K. to the adversary's K. B. square. 

■ • ..-;. . 7. .„. .-. ..- - -^ ". 

fK The Q. to her K. B. fourth square, giving 
check. , > , . , . . 

JB. The K. to the adversary's K. Kt.' second 
square. , . ^ , 

8. 

0^. The Q. to her K. third square. 

B. The K. td the adversary's K. B. S(^uare. ' 

fF. The Q. to her K. B. third square, giving 

check. 
B. 'The K. to the adversary's K. square. . 

10. . , ^ \ 

W.. The K. to the adversary's K. fourth square. 
B. The K. to the adversary's Q, second square. 

1. 2 



148 

J I. 
JV. The Q. to her K. B. second square. • 
B. The K. to the adversary's Q. square. 

12. 
W. The Q. to her fourth square^ giving chedc. 
B. The K. to the adversary's Q. B. second square. 

13. 
W. The Q- to her K. third square. 
jB. TheK. to the adversary's Q. square. 

14. 
W. The Q. to her third square^ giving check. 
B. The K. to the adversary's K. square. 

15. 
JV* The R. to his fourth square. 
B. The K. to the adversary's K. B. second square. 

j6. 
W. The Q. to her K. B. third square^ giving 

checik* for a) 
JB. 21ie K. at the adversary's K. square. 

17. 
W. The K. to his Q. third square. 
B. The K. to the adversary's Q, square. 

18. 
*W. The Q. takes the P. and checks. 
B. The K. to the adversary's Q. B. square. 

W. The Q. to her B. second square, giving 
check-mate. 
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16. 
JV. The Q. to her second square. 
B. The it. to the adversary's K. B. square. 

17. 
;r. The K. to his B. third square. 
B. The P. becomes a Q. 

18. 
fF. The Q. to her K. Kt. second square, giving 
check-mate. 
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From this analysis, it is obvious that you win 
the game by compelling your adversary to play 
his King before his Pawn, thus allowing your King 
to advance and assist your Queen ; but when your 
adversary's Pawn is on the Bishops* file, it is fm- 
possible to compel your adversary's King to move 
before his Pawn ; and when it is on the Rooks* 
fi'e, it becomes useless to oblige him to play his 
King before his Pawn, as you can not advance 
your King without giving stale-mate. 

• 

SITUATION OF THE PIECES, 

PF. The K. at the adversary's Q. Kt. second 
square. 
The Q. at her B. fourth square. 
B. The K. at the adversary's K. Kt. second 
square. 
The K. Bishop's^ P. at the adversary's K. B. 
second square* 

1. 
fV. The Q. to her K,. second square. 
B. The K. to the adversary's K, I^t. squaw. • * 

pr. The Q. to her K. Kt. fourth sqiiaMi^ giving 

check. 
B. The K. to the adversary's K. R. second 

square. 
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fV. The Q. to her K, B, third square. 

B. Thf K. {b fhe adversarry*s l£, Kt: square/ 

A. . ' ' 

W. The ^;* fey her K. Kt. third square, giving 
g- dieck. * " ;". 

^ ff it were the Krngs^ Queen^s, or Knights' Pawn, 
tfcS^ move wouH cx^nipel your adversary eitlitr tc 
Jbfoy Aw A^/wg- before his Pawn^ or ^o abandon it. 
^ If be playfed his King before hia I^^yn, you wfbuld 
immediately avail yourself of it to advance your 
King, as has already been shown ; if he abandoned 
his Pawn, and suffered you to take it with your 
Queen, the game would of course soon be ended ; 
but in Mw situation (being the Bi^hoj)\s Patvn), he 
may play his King to your King s Rook's square, 
and yo*i cao not take hi» Pawn witheait stale-. 
mating him ; if, instead of taking his Pawn, you 
play your King, he will immediately push to Queen ; 
aird, lastly, if you repeat the check, the same' 
moves will again occur without your deriving an j^ 
advantage from them. 
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Suppose it to he the Roek> Tmim; 

SITUATION OF THE PI£C£«k 

PT. The K. at the adversaria's Q. Kt* third squart. 
The Q. at the adversary's Q. second square* 
B. The K. at the adversary's K. Kt. second 
square* 
The K. R. ?• at the adversary's K. R. second 
square. 

I. 
PT. The Q. to her K- Kt* fourth square, giving 

check. 
B. The K. to the adversary's K. R. square^ 

2. 
W. The Q. to her K. B. third square, giving ch^« 
B. The K. to the adversary's K. Kt. square. 

3. 
W. The Q. to her K. Kt. third square, giving 

check. 
B. The K. to the adversary's K. R. square^^ce. 



163 



If you a^^alloe your Kiogf jcm adveiwiv win 
be stale-mated, and, as you aw unable to cneck* 
mate him with the Queen akMM> the game is of 
course diawu. 
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'Picre are however some Jew situations, in 
which, haringa Queen against a fiiVAop^s Pawn^ 
within one square of Queen, you may win the 
game ; ex. : 

SITUATION OF THE FIECES. 

fF. The K. at his Q. Kt. fourth square. 

The Q. at her K. second square. 
B. The K. at the adversary's Q. Kt. second 
square. 
The Q. B. P. at the adversary's Q. B. second 
square. 

Suppose the White to playjirst ; 

1. 
W* The Q. to her second square. 
J5. The K. to the adversary's Q. Kt. square, (a) 

2. 
TV. The K. to his Q. Kt. third square. 
jB. The P. becomes a Q. (b) 

» • ' '\ ' 'I *' X^ 7.?;y '''*o'' * \ ''^ 

»C TheQ. y^ httJk seoomi sijuWe^/gMtig <fe*efe^' 

- • • ittakr ' •' ••^'- '' •" -^ ^''^ ^*^''' ' ' '^'^ 
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W. 1. 

B. The K, to the adversary's Q. R. square* ^ 

2. 
JV. The K. to his Q. Kt. third square. 
JB. The K. to the adversary's Q., Kt. squats. 

3. ^ 

fF. The Q^. takes the P. giving check, &c. 

(Orb) 

W. 2. 

J5. The P. pushes to Q. and becomes a Kt. giv- 
ing check. 

3. 
W. The K.^ to his Q. R. third square. 
B. The Kt. to the -adversary's Q. third square, to 
prevent check-mate at your Q. Kt. second 
square. 

4, 
W. The Q. to her B. third square. 
jB. Can not avoid check-mate. 



156 



You win likewise^ supposing the Black to 
move first; ex,: 

1. 

B. llie K. to the adversary*s Q. Kt. square, fa) 

fFt The, K. to his Q. B. third square. (If you 

were to play your K. to your Q. Kt, third 

square^ he would draw the game by making 

a Kt. and checking K. and Q.) 

2. 
B. The P. becomes a Q. and checks, (bj 
fT. The K. to his Q. Kt. third square. 

3. 

B* Can not avoid chtek-roate in three moves at 
most. 
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\ 
1. 

B. The K. to the adversary's Q. R. square. 
fT. The Q. to her second square. 

2. 
JS. The K. to the adversary's Q. Kt. second 

square. 
fT. The K. to his Q. R. fourth square, 

3. 
B. The K. to the adversary's Q. R. square, 
/r. The K. to his Q. Kt. third square, &c. 

(Orb) 

2. 
• B. The K. to the adversary's Q. R. square* 
fF. The K. takes the P, 

3. 

B. The K. to the adversary's Q. R. second square. 
fK The Q. to the adversary's Q. R. tliird square, 
giving check-mate. 
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Another Situation* 

W. The K. at his Kt. fourth square. 

The Q. at the adversary's Q. Kt. third square 
£. The K. at the adversary's Q. square. 

Xhe Q. B. P. at the adversgrj's Q/ B. se- 
cond square. 

; The White^ haying the move, may win the 
game* 

, . \ . - • * 

W^ The Q. to her Kt. third square/. \ 

B. The K. to the adversary^'s Q. second square. 

fF. The Q. to her Kt. second square. 
B. The K. to the adversary's Q' square. 

. 3.. 
fF. The K. to his B. third square. 
.B. The.K. to the adversary's Q. second squart. 
(If he were to move his Pawn and make a 
Queen, you would imrhediately check-mate 
him at your K. second square.) 

4. 
fF. The K. to his fourth square. 
B. The K* to the adversary's Q. sqiiare. 



5. 

fF. The K. to his Q. third square. 
^. . Thie p.^beoomes a Q, . . 

■W. 'the Q. to her K. second e«piare, giving 
check-mate. 
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The following situatibn occurs in Salvid's Trca* 
tise ; if properly play^, it is a drawn game ; but if 
the Black play as he directs him to do^ he will lose 
the game ; ex. ; 

IFl The K. at the adversary's Q. R. second square. 

The Q. at the adversary's Q. second square. 
B. The K. at the adversary's Q^ Kt. second 
square. 
The Q. R. P. at the adversary's Q. R. second 
square. 

1. 
fF. The Q. to her fourth square, giving chedi;. 
B. The K. to the adversary's Q. Kt. square. 

a. . 

If^. The Q. to her K. Kt. square, giving check. 
B. The K. to the adversary's Q. Kt. second 

square. 

3. 
fF. The Q. to her K. Kt. second square, giving 

check. 
B. The K. to the adversary's Q. Kt. square. 

4. 

fT. The Q. to the adversary's Q. Kt. second 

square, giving check. 
B. The K. to the adversary's Q. R« Square, (a) 
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(aj Salvio directs this move ; it however occa* 
sions the loss of the game. If the JKack were to 
play his King to the adversary's Queen*8 Bishop*a 
secxMid square^ the game would be draum^ 

vols, lu M 
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5. 
W. The K. to tte adversary's Q, Kt. third square. 
B. The K. to the adversary's Q. Kt. second 
square. 

6. 
W. The K. to the Adversary's Q. B. fourth square^ 

giving a discovered check. 
Bh The K. to the adversary's Q. B. second 
square, fbj 

7. 
fr. The Q. to her K. Kt. second square^ giving 

check. 
B. The K. to the adversary's Q.Kt. square, (c) 

8. 
fT. The K. to his Q. Kt. fourth square. 
B. The P. becomes a Q. 

/ST. The K. to his Q. Kt. third square. 
B. Can not avoid being check-mated in three 
moves at most. 
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'^ •:• -• JF, • ■• ■ • « • ' -^v 

H^. The K. to bis Q. Kt; fourth square. 
jB« Th# K« t]C^ this: adven9^/9 Q. JLbr secokid 
square. 

,8. 



tF^ The Q. to her K* ]i5^i, second square, giving 

check. _ 1^ V, , ' ', - * ■> " . 
B* The K* to the adveir8ftfy's Q, lit* square/ 



H^. The K. to hW^'.Kl. third square. ^^ ^^ 
£. Thfe R become? a Q;* f.. .'.A 

10. 
/iTl The Q. to her K. R. square, giving check- 
mate* 



(Ore) 

/r. .... * 7. 

^. The K. to the adversary's Q* itt* third square* 

8. 
JF. The Q. to her K. B. third square^ g:ivitig 

check* 
J?. The K. to the adversary's Q, B. second square. 

9* • 

fF. The Q. to her K. second square) giving check. 
B. The K« to the adversary's Q. Kt. third square. 

10* 
^, The Q. to her third square, giving check. 
B. The K. to the adversary's Q. Kt.^ second 
square* 

U 2 



11. 
fF. The K. to his Q. Kt. fourth square. 
B. The P. becomes a Q- '/Or a) 

12. 

fT. The Q. to her sieooRd squsr^ -gm^g tktek* 
B- 'Ttie K. to the adversary's Q. Kt. square. 

• 13.',- ,.[ ; . :t ." ' 
JT. TheK..tohis<2. Kt. ; third a)uare» isti: . 



w. n. • ' 

B. The K. to the adversary's Q. R. square. 

. 12. 
W. Tht Q. to her second square. 
3. The K. to the adversary's CL Kt. square. 

13. 
W. Vm K. to bis Q. Kt. third square^ &c. 
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EN0S OF GAMES, 



cowsisTiKG* or 



PAJTNS ONLY. 

\. ^ A: ■ 

FIRSI? SITUATION* 

ji King against a King and Pawn. 

B. The K. at his sdcond square. 

■ The id. P.' at its K. third square. 
JF. The K. at his fourth square. 

1. 

W. The K. to the adversary's K. fourth square. 
jB, The K. to his Q. second square. . " 

W. The K. to his fourth square. 
J9. The ,K. to bis Q. third square. 

_^ . 3. 
W. The K. to his Q. fourth square- 
-B, The P. checks* , V ; 

'•-.": • . .4.- 

W. The K. to his fourth square, 
p. The K. to his third aquare. ^ 

M 3 
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5. 
IV. The K. to his third square, 
JB- TheJKf ix) kisrO. fimr^squBr^; r 

6. v^ 

W* The K. to hisJJJ. third sqyarc. 
B. The f. checks. 

fT. The K. to his second square, 

p. The K, to tlie admrsary^s Q. fourth square^ 

8. 
W. The K, tP^hlrQ* sepwijJligjBllft. 
jB. The P. checks, 

•■"-' . ■ 0/ ' ' .' •- 
j^. The K. to his square, (a) 
B. The K. to the adversary's Q. tliird 6<^ui4«. 

W. The K. to his Q, square. 
B. The P. checks. 

IV. TheK.tl>l^s^tMife. . / :^\ 

B. Is compelled to abandon the P, ; because^ if 

he play \m K. to yoiir K. Ihif d ijqudie, ,^u 

will be atale^fiifcted; 

If your adversary had ^hefii^t.movc, it would 
be equally impossible for him to win : if he were, to 
play his King to his Queen's third squatfe, you 
should play yours to your Queen's fourth square," 
and your situation wcaild thi^n bb similar tb jtllbt 
in which you were at the tliird move of the abwe 
analysis. * 5 
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A 

you^wfouTi^ ips^ ^thergpime ; ex.,: j . ^ .^ - ; 
-..')■. ■ ■■ t .,■. »"-.. ! . . ■ !'• ' ■ ..'•![• 

10. 
fF. The K, to his square. 
B. The P. one step. ... 

I}. ■■ ■ '^ ■ '• ".' 
*^TheK. to his 6. Second square. * 
jB, f helC. to' thd aielversfery^s (^. 5eooft<i square^ 

&c. „ • • ■ . 
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SECOND SITUATION. 

JB. The K. at the adversary's Kt foqrth s(juare. 

The K- P. at its K. third square. 
fF. The K. at his second square, 

TTic Black will win, whether he have the first 
move pr not ; ex. : 

Suppose the fFhite have the move ; 

I. 
W. The E. to hiS'square. (or &) Cifrh)' 
B. The K. to the adversary's K. third square. If 
he were to play his Patvn, instead of his 
King, you ought to play your K* to Ifis 
. . s^ecend, : s<|U^ aftd th« gftinie . would . lie 
drawn. . ,. 

,2. * ",.:.-■: '. 

Jf^. The K. to his Q. square. 

j5. The p. one step. (Jje would likewise win if 

he played his K, tp your K. B. apccnd 

square.) 

3. 
fF. The K. to his square. 
B. The P. one step ; (to the adversary's K. fourth 
square.) 



ijfig 



I. 

ir. The K. to his Q, or K. B- square. 

jB. The J^. to the adversary's K, third squ:y«: 

W. The Kt to his square. 

B. The P. to its K. fourth square. 

3. 
W. The K. to his Q. square* 
B^ The K* to the adversary's i(. B. second 
square, 

4. 
W. The K. to his Q. second square, 
B, The P. pne step, &c. 



(Orb) 

I. 
W. The K. at his Q. second square. 
^. The K, to the adversary's K. B. third square, 

2. 
W. The K. to his square, 
J5. The P. to its K. fourth square. 

3. 
W^ The K. to his Q. second square. 
^, The P, to the adversary's K. fourth square, 

A, 
W. The K, to his square. 
JS. The K. to the adversary's K. third square. 

(If he played the Pawn, yon wot Jd draw 

the game.) 
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4. 

IF. The K. to his B- square. 

B^ The K* to the adverafiry's Q. second square<» 

•5. 

ff\ The K^ to his B* second square, - 
£• The P. diecks ; and, ojf course will beoMue a 
Queen in two n^ov^^ 



w . ■ ■ - > 
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;r. The K. to his B. square, 

6. 
ff. The K. to his B. second s^wre* 
JB. The Pt cheplfrs, &c, ; 



r • ' 



Li;J{a 



.1;:- I a Tr >J .>: 0:1'*^ 4 

B. The R one step. ,' ,:„.-j /i -,. .? i 
^* The K. to his B* second square, (or a) (or b) 

2. 
J?. The K. to the adversary's Qj third square. 
/F, The K. to his B. third square. 

3. 

B^ The P. checks. 

fF. The K. to his B. second square. . 

4. 
B. The K. to the adversary's Q. second square. 
fF. The K. to his B. square. 

5. 
B^ The P* one step, &c. 



17.3 

(Or a) 

B. . ' I. :■ T 

ff^. TheK. to his Q. square. 

.-; . '■ •■ '•• 2. ' ■'■ '■ -' ■'' ■" 
B. The K^ to the adversaiy's K< E. Ihini ^tare. 
^r. The K. to hi» square.. • . • ' :v? 

3. 
B. The P:i]|ie5iep.< . V • ■ 

^, Th6K.tphis]^sqaerB. ■-,.'', ^ -^ 

4. . . ..,;. ;.. 

B. The P. one step, to the adversary's K. thiri 

square. 
^. The K. to his gquajre. - :. ^ v . r - 

B. The P. one stiep. 

fF. The K. to his Q. second square. 

' '6.-- ■ ' !■ ■ :.••■;•:' ;■, 
B. The K; to the adversary's KL B. second ^uare^ 
&c. 



^. .... ' ^ 

/r. The K. to his squal-^. ^ 

B. The K, to the adversary's JC. third Sqtiare, 
W. The K, to his B, square. 

3. 

S. The K. to the adversary's Q. second square. 
W. The K. to his B. second square. 

.4. 
J&. The P* one step, &c^ 



i^'i 






.5 






:. •! ar. 


■ 'J .'A c-(iT 


,^V 



. Aj9{iCNieiihe $/adb«to Jiave iJusifirsiimove ; . 1 

B. The R one step. ., .. .u'u /i •-•.:.? i 
^. The K. to his B^ second square, (or a) (or b) 

B. The K. to the adversary's Q, third square. 
W* TbeK. to his B. third square. 

B^ The P. checks. 

W^ The K. to his B. second square. . 

4. 
B. The K. to the adversary's Q. second square. 
W. The K. to his B. square. 

5. 
B^ The P* one step, &c. 
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(Or a) 

B. ''' ' I. - ' ■•'^ 

fr. TheK. to his Q. square, 

.B. The K. to the ddver^ar/s K/Bv Ihiod sq&re. 
ir. The K. to his equarei. * r>* 

3. 
JS. T&e RjOpeisiep,* . 
fF, The K. to hfe Br sqoare. ■.■ ] ] r'^ 

4. : • .,/. /.. 
B. The P. one step, to the adversary's Ijl. thiri 

square* 
IV. The K. to his square* r ; ^ V -.; T . \\ 

B. The ?• one step. 

^. The K. to his Q. second square* 

6. '/'■ ' ::-:t ;•• 

B, The K; to the adversary's K* ^. >ecQnd square, 
&c. 



, fPry 

B '. - ■ \. ' 

fV. The K. to his squahe. ^ 

B. The K. to the adversary's K. third Square. 
/iT. The K. to his B. square. 

3. 

B. The K. to the adversary's Q. second square. 
W. The K. to his B. second square. 

4. 
B. The P. one step, &c. 



in 



THIRD SITUATION- 

B. The K. at the adversary*s K. fourth square. 

Tbe.K.P, &t its K- fourth flqwTf^ 
H^». The K. at his second square^ ' 

The winning or drawing of this gatfie dfepenAl 
on the first move ; if t!he M^f^ play firsts the 

Plagk ^11 win ; ex. : • • 

r.i . . ' '. • . .'. * . . 

1. 
tr. The K. to his B. second square.' 
£. The K. to the adversary's Q. third square* 

2. 
W. The K. to his square^ 
B. The K. to the adversary's K. third square. 

3. 
tV. The K. to his B. square* 
B. The K. to the adversaty's Q. second square* 

'4, / • • 

W^ The K. to his B. secpnd square* 
B. The P* one step, &c* 



trs 



But if the fiZdol ^y firsf^ Que Wfilte wiU draw 
the game; ex.: 

. h .-. : ■ 

B. The K. to the adver$ixy*s K. B. fourth fqtuma. 

fT, The K. to his B. second square. 

B. The P. one st^. 

fF, The K. to his second square. 

3. 
B. The P. <me step. 

fK The K. to his square^' . ^ ; . ' .1 .' 

■ 4- •• . • • ' ■■■■"■■' 

B. The K. to the adversary's K. B. third square. 
ff^. The K. to his B. square. 

' 5. .. • . 
B. The P. checks, 
JP. Th? K. to his squarCj; &c 



tffi 



. FOUBTH fflTUAXIOK^ . ^ 

JS. The K. at the adversary's K. fourth square. 

The K, P. at its owrt square. 
IT. The K. at his second square. . - 

The Black will win^ whether he have the first 
move or not: 

Suppose the White to movei 

I. r *•• ^ . 

W. The K. to his square. 
B. The P. one step^ 

tV. The K. to his second squaife. * 
B% The P. one step* 

.3. •' ■ ' ': ■ '\ 

JV. The K. to his square. 

B. The K. to the adversary's K* third square. 

W. The K. to his Q. square. 

B. The K. to the adversary's K. B. second square* 

5. 

W. TJie K. to his Q. second square* 
B. The P. one step, &c. 



-I7f 

St4)pose the Black to move ; 

B. The Pk ttoo steps. 
tf^. The K. to his square. 

2- 

B, The K. to the adversary's K. third square. 
JV, The K, to his Q. square. 

3. 

B. Hie K. to the adversary's K. B. second 

square. 
W* The K. to his Q. second square. 

4. 
B. The P. one step, &c. 
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FIFTH SITUATION. 

B. The K. at the adversary's K, Kt. fourth 
square. 
The K. Kt. P. at its K. Kt. third square. 
fP'. The K. at his Kt. second square. 

This situation is inserted to teach the amateur 
the method of pushing the KnighCs Pawn to 
Queen ; for if he were to play this Pawn in the 
same m^uer ash^ would the King'^, Queen's^ or 
Bishops*^ he would stale-mate his adversary. 

1. 

W. The K. to his R. second square. 

JS. The K. to the adversary's K. B. third square. 

2. 

JV. The K. to hisR. square. 
B. The P. one step. 

3, 

W. The K. to his Kt. square. 
jB. The P. one step, 

4. 

W. The K. to his R. secoqd square. 
B. The K. to the adversary's K. B. secood 
square^ 



,17a 
». 

tP. The K. to his R. square. 

B4 If it were the King's, QuSfen's, or Bishops* 
Pawn, he might play it orte step> which' 
would compel ydu to rertiove, and he would 
tnake a Queen in two tiioves ; but beirtg 
the Knight's Pawn, if he play it, you will 
be stale-mated ; he must therefore play { 
The K. to the adversary's K« Kt* third square. 

6. 
/F. The K. to his Itt. squdre^ 
B. Hie K. to the adversary's K. R, tfiird square. 

.7. 
PT. The K. to his R. square. 
Bi The Pi one step* 

8. 
W. The It. to his Kt. square. 
B. The P. one step. 

^i. The K4 to his B. second square* 
B. The K. to the adversary's It. R; second 
square, &q^ 



n2 
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fFi The K. to his B. square* 

B* The K* to the adireraoy's Q. second sq\iare« 

•*• . • 

ffl The K^ to his B. second square, - 
^. The P. diecks ; and, oif course will become a 
Queen in two n^oves^ 



in 

fK The K. to his B. square, 

fF. The K. to his B. second simt^ 
fi. Thp JN cheplts, &c, 



■ r • » 



L\n 



JS^fftMoJhs §lachAickbmc tlKtjBraliiDdve ;.l 



r.4> aJ 



B. The R one step. ., .:. .^ "j /i •-•,/.? .i 
IT. The K. to his B* second square, (or a) (or b) 

2. 
B. The K. to the adversary's Q^ third square. 
/F, The K. to his B. third square. 

B. The P. checks. 

W. The K, to his B. second square. . 

4. 

B. The K. to the adversary's Q. second square. 
W. The K. to his B. square. 

5. 
B^ The P* one step, &c. 
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(Or a) 

B 1. 

fV. TheK. to his Q. square, 

• '* ^ ' • • -2. ■ "- '^ •'- 

.B. The K.. to the adversary's K.Bv Ihk^^&re. 
fK The K. to his square. - ^ ; r^ 

3- 
B. "Hie P:4j(ie5iep,> V ; 

;^, TheK, to his B^ square. /^ j 

B. The P. one step, to the adversary's K. thiri 

square* 
fF. The K. to his square* - . v ^ ^ - 

/' '' ^* . '■ - "■ • ; " *" l 

B. The P. one stiep. 

ff^. The K. to his Q. second square* 

' 6. r- :;•.';•:' ;v 

B, The K; to llie adversary's K.B. second ^uare, 
&c. 



B. :.:.\ - \ 

IK The K. to his square. - 

•■'■•':■■ ■ i:_ ■' ' ■•"■■-.-' ■' 

B. The K. to the adversary's JC. third Square. 
fV. The K. to his B. square. 

3. 
B. The K. to the adversary's Q. second square. 
fF. The K. to his B. second square. 

.4. 
B. The P. one step, &c 



It4 



THIRD SITUATION- 

B. The K. at the adversary*s K. fourth square. 
. The K. P. &tit»K- fourth flqwTf^ 
Jf^, The K. at his second square^ 

The winning or drawing of this gatfie de|)en4i 
on the first move ; if «he ft^hke play firsii the 

PIfigk will win ; ex. : ' 

r.: . . ' ' • . ' . . 

1. 
tr. The K. to his B. second square: 
B^ The K. to the adversary*s Q. third square* 

2. . ' • • 
tr. The K. to his square^ 
B. The K. to the adversary's K* third square* 

3. 
PF. The K. to his B, square* 
B. The K* to the adversaiy*s Q« second square. 

'4, 
W^ The K. to his B. second square* 
B. The P« OQQ stepj &c« 



1 
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But if thtOuA ^y iursf^ &t WSte wili draw 
the game; ex.: 

. If- 

B. The K. to the adversiary's K. B. fourth fqtumau 
fF. The K. to his B. second square, 

.' t ♦ . * . ^ • • T 

B. The ?• one stq>, 

fK The K, to his second «quarc« 

B. TheP. onestep. • 

fF. TTie K. to his square^' ; ' t . V ' 

jB. The K. to the adversary's K. B. thifd square. 
fy. The K. to his B. square* 

* 5. • . 
JB. The P. checks. 
W. Th? K. to his square> &c» 



tffi 



FOURTH fflTUAUOK^ > 

JS. The K. at the adversary's K. fourth square. 

The K, P. at its owrt square. 
IT* The K, at his second square. 

The Black will win^ whether he have the first 
move or not: 

Suppose the White to movei 

1. .'■ • /■■ * ^ . 
W. The K. to his square. 

B. The P. one step» 

2. ' 

W. The K. to his second squartf. 
B% The P. one step* 

3. •' ■ ■' •;' ■ 
JV. The K. to his square. : - 

B. The K. to the adversary's K* third square. 

W. The K. to his Q. square. 

B. The K. to the adversary's K. B. second square* 

5. 
W. TJie K. to his Q, second square* 
-B. The P. one step, &c. 



-i7r 

Si4^e <Ae Black to miwe; 

U ... 
B. The P* tioo steps. 
/ST. The K. to his square. 

2. 

iB. The K. to the adversary's K. third square. 
fF, The K, to his Q. square. 

3. 

B. The K. to the adversary's K. B. second 

square. 
fF. The K. to his Q. second square. 

4. 
B. The E. one step, &c. 
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5- 
W. The K, to his B. second square. 
A The P. one step. 

6. 

W. The K. to I^ 6. s(]uate. 
K. The P. one stepw 

■ 7.. 
W, The K. to his sqjoare* 
43; The P. one step, &c. 



m 



SnpiHise iim Blaek \k>Jkay€lhB 



B. The K. to his fourth fiquare^ 
fT. The K. to his third square, 

iB. The P. one step, 

if^. The K. to his Q. third square, 

3. 

S. The K. to the adversary's K. R £3urlb sqjdaic 
fi^. The K, to his second square, 

4. 

B. The K, to the adversary's K, fourth isquare. 

(if he played the ?• it would be a drawn 

game.) 
0^ The K, to his B. second square* 

5, 
S. The K. to the adversary's Q. third square, &c 
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TENTH SITUATION. 



B. The K. at his third square. 

The K. P. at its square. 
fK The K. at his square. 



1^1 



The Black wins ; it Is immaterial who has th^ 
move. 



m 



fiLEVENTH SITUATION. 

B* The K. at bis square. 

The K. P. ,at its square. 
IP. The K. at his square. 

The event of this situation depends on the move: 
if the Black playjirsty the fVhite will lose.- 

1. 

B. The K. to his B. second square. 
ff^. 'the K. to his second square. 

2- 
B. The K. to his third square. 
iB^. The K. to his third square, (or a) 

3. 

5. The K. to his fourth square. 
/F. The K> to his Q. third square* 

4. - 
B. The K. to the a^ersary*s K. B. fourth Square, 
/F. TheK. to his second square. 

5. 
J5. The K. to the adversary's K. fourth square. 
fF. The K. to his square. 

6. 
B. The K. to the adversary's K. thiijf^ square. 
fF. The K. to his B. square. 
5 



*# 



(Ora) 

B 2. 

^. The Ki to his B. third iqnarb 

j6. The K> to his fi. fourth sqiiari. 
/F. llie Ki to his seoodd square. 

B. TheK. totheadvferssry'slt foi>rthsqUalfit 
fF. TheK. to his Sl|uarei 

B. The P. one stejp^ 

ft^. the K. to his second sooaft; 

<?. 
;d. The ^. oiMi ste» 
iF: The K. to his SqittrCi 

7- 
B. The & to the adveNsrySK.thiiRl square. 
ff. Tht K» to his Q. sqOs^ 

. 8* 

B> The KJii the adversary's K. B* s^on^ 

▼OX.* II. # 



r. 

B* The P. two steps* 
fV, Tlie K. to his square. 

8. 
JBf. The P. one step. 
W. The K. to bis B. square. 

9- 

B. The K. to the adversary's Q^ second square. 



I'. .:■ 
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f 
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But if the ^kite play JUrat^ the gatne willbe 

dravmi «*• » ' 

.,!j .■; . • ■ 

.... I* 

tP". The iL. to his seootict sqiiar^^ 

B. The K. to his B. second square^ 

.2. 
PT. The K. to his third square. 
B' The K. to his Ihird square. 

3.- 

^. Itie K. to his fourthaqiore^ 
h. The K. to his Q. third square. 

•,4. , 

H^. The it. to his Q. fourth square. 
B. The t. one step. . 

5. 
^. The K.,to his fourth 9quaK. 
B. The P. one step. 

6. 
0". The K. to Bis thfaidl square. 
B. thR XL to hb Q. fourth square. 

W. The K. to bis Q. third square. 
B, TheP.onestep, girii^cbeck. 

. 8, . 

J^ The Ki to bis third ^square, tec. 
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When the Pawn is within tkrei «i|iANI» tif 
Qoeen^ and its King is in front of it, the Pawn 
will make a Queeti, whether the Black or the 
White have the Hibve. 

TWELFTH SITUATION. . 

lit. . . 

M. The K. at theadviei^^ff s fc- fi. third S((aart} 

The K. P. at the adiftrsary's K. fourth square. 

fK TheK^athia 



If it be to the White to play, the Black must push 
the Pawn, and if the . Wmte jplay to his Queen*s 
or Bishop's sqUstfe, thel^wn klay again 1^ push'ecf,' 
as it does not check; but if'the White ptay t& 
his Queen's second squd^, the Black must play 
differently, else tlfe gWfi* t^i bfe rf;^ t ittc?: ' ' 

h 
tV. The K* to his Q^ s^cyfid 6quaf e^ -x ^j^^-;^ - 
fi. TheP.chedq.^: :^ » ,, i ; f ,2 I \ 

/T. TheK. toHba^^Q^ j , ;j -x V^ 
B. If the B. jji^yiwei P^^ givipg c^e^ ^l^e 1^ 
^ill movft to nis square, and draw the 
game : ipstead oT'playipg the, B.. the3IaQk 
must playTiisX. to the adversary's ItC. fe. 
second square^ &c« 



i J 



In the above situation^ if the Black have tlie 
move, he must play his King to the adversary's 
King*8 third square, &c. 

' if tlMT: WUle ]Cing; iMtoA of be'mg at his 
square, Yfere at his ^^op's sqw^r^ , and it w«pe 
the fThite's move^ the Black ought to |day his 
I^ing ; for if hs pl9ye4 his Pawn^ the gime. wouUt 
be m'awn: but if the Black nave the move, he 
must play his Pawn, 

If tht^ Wh«|? l^iDf b» at hii Qn^W'^ iqw<^s th* 
^me mu$t be played es^aptly a^ if he were fit his 
jBishcfp''s square, 

. Lfistlv^ it i^ an iavariajble rul^, that, when the 
Pawn does not check when it is pished to its 
sevmtk^quarey it will go tp Queen; p)it if it cheeky 
the game will be drawn ; therefore the jUAyer Mfho 
has me Pawn, must calculate attentively, and play 
it with great cautiop, else his adversary will fre-» 
>quently be enabled to drfw^ t^e gfyne, * 
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When the Pawn is within tkrci «)i«iK» OT - 
Queen^ and its King is in front of it, the Pawn ''^^ 
will make a Queeti, whether the Black or the ^""^ 
White have the itibve. 



•fi^ 



TWELFTH SITUATION. 



JS. The K. at the:iAxr^\f^tfi k- fi. third Sqjuai* 

The K. P. at the adiKfersary's K* fourth squar '^^ 
^. TheK^athiaufnara; . . I ; * i^ i 

If it be to the White to play, the Black must pi^ ^ 



the Pawn, and if the M^ite j)lay to his Q|i,el^^ 
or Bishop's sqtiafe, thelfewn thay again "fee pusk:t^ ^ > 
as it does noi check; but if* the White pW i 

his Queen^s second squafe, the Black mu&t 
differently, else the game wJU be dmtpn ; 



J5*- ^ri\ 



I, 



ff^. The K4 to his Q* second square, 
fl. The P. checks* 

fr. TheK. tolv? 
B. If the B. ph^ 
will movie. 
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Situations nmilar to the ftdlowiogi fi^quedtly 
^oecur at the end of a game« 

B. The K. at his Q. Rook's, Q. Knight's, or Q, 
Bishop^s square. 
The K. R. P. at its K. R. third square. 
fF. The K. at the adversary's Q. B. third square* 

The player of the White is sometimes in douht 
whether he can prevent \^e adversary's Pawn from 
hecoming a Queen, and he finds higiself obliged to 
calculate all the moves on both sides. A much 
^shorter, as well as a more scientific, method^ is to 
examine whether t/w Kin^ he in the ouadrcm^k 
farmed by the Pitwn and that square wl^ere it tvnt 
become a Queen. If the King be in the quadrangle^ 
he will overtake the Pawn, though the latter should 
play first ; therefore, in the above situation, though 
the Pawn have the first move, the King will stop 
its progress. 

Though the King be one move betokd the 
quadrangle ; if he have the^rst move^ he may stop 
the Pawn ; suppose, for example, he be at the 
adversary's Q, aV, third square, if he move |irst, 
he will of course play in thk auADBANGts, and 
consequently stop the Fawn. It must be observed, 
that, if the Pawn have not moved, the King should 
have the first move, else the Pawn will get tq 
Queen, on s^ccount of its moving tivo ^tipps at first. 
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£)IDS OF GAM£S * 

WITH PAWNS ON both Sidcs. 

FIRST SITUATION. 

B. The K. at the adversary's K. B. fourth square. 
Tiie K. Kl P« at the adversaify!sX. Kt. fourth 

square. 
The K, R. P. at the adversary's K. R. fourth 
square. 
JV. The K. at h\s B,, Kt., or R. square. 
The K. R. P. at its own square. 

. In this situation^ thcMigh the Black have the 
TTiove, the: While will draw the game; for if the 
Black, after having played his King to the adver- 
feiry's King*s Bishop's third square, should push 
his King's Knight's Pawn one step,. the White 
(liaving his King at his Knight's; square) may 
draw the game in three different ivays ; 1st, by 
playing his King to his Rook's square ;' 2dly, by 
taking the Knight's Pawn with h\h Pawn ; and 3dly, 
by playing his Kiwn one stfep. But when the Black 
has his King at the adversary's King^s Bishop*^ 
third square, and his King's. Knight's Pawn at thQ 
adversary's King's Knight's third .square fen prise 
of the White Rook's Pawn) ; " if tlie White ha^^e hh 
King at his Bishop's or Book's square, he must 
carefully avoid taking the Knight's Pawn, but he 
must either play his King to his Knight's squar^, 
pr push his Pawn one step. * ' -J ^ ^ 

o 4 



But in the following situation^ though so nearly 
similar to the la||y thaeyeitt of t)^ game depends 
on the first move. 

B* The Ki at his B. fourth squarct 

The K. Kt. P. at its K* Kt. fourth square. 
The K. R. 1?, at Its K. R. fourth square. 

H^. The Kt at his Kt. third aqnaref, 

TheK. A. P« at italLR. third square. 

r If the jpftici ptojf Jiru he will win the game } 
but if the White have the move, he wi|l draw the 
game. The difierence between the event of this 
situation, and the result of the last, arises from 
the White Pawn's being moved^ for if it were 
at its square, the game would be drawn, as the 
King could not be removed from his Rodk*s 
square ; but the F^wn*s being moved, though only 
CM step^ deprives bis King of that safe retreat^ and 
bcoasidtis the loss of the game* 

That scientific player Carr/ra has unaccountably 
fallen into error^ by asserting in unqualified terms, 
that, ^^ TheJUai's Pawn dbaws ti^ game against 
the knight^ awd Rook's fawns:' That his asser- 
tion is erroneous, , the following' demonstration 
wiU incontestably evince. 

1. 
JB. TheK; to the adversary's K. fourth square. 
IT. The K. |LP. one step, far a) (or a) (or c) 

5 



f^. The K. to his K. seoond iqiiare. 

% 
fi. The K. to the adversary's IL B. thir4 square. 
fr. Itie R. P. one step. 

3. 
B. The Kt. p. one step. 
W. The K. to his Kt. square. 

4, • 

iR. The K. to tb« adversary's K. Kt. third squam, 

fOra) 

^. The K. to his Kt. second sqoane. 

J?. Th9 1;:. R. P. one step. 

/iT. The K. to his B. seoond square. 

3. 
£. The K. to the adversary's K. B. Ibwth square* 
fF. TheK^. to hisKt. second square. 

4. 

<^. The K« to j4ie adversary's K« third square* 
ff\ The K. to his H. square* 

.p. The K , to the adversary's K , ^. third square. 
.^^. TheK. Ip his R. second square* 

6. 

Jt The K. to the adversary's K. B. second square^ 
and then to the adversary's K. Kt. third 
square, fcp. 



B. The K. Kt. P. one sfcp.. 

H^. If the White play his K. to his R. second 
square ,, tfaf Bbck.will piflfy hisuK. to fhc 
adversary's K. B- third square, and then 

•'• ' to the^aih-eranry's fe. Kt. third square, 
&c. If the White, instead of playing^ to 
fais R. second square, play his K. to his 
Kt. second s^tiare^ th^ BlacK. will pl^y his 
K, to the adversary's K. B. fourth square, 

> . jifter \fbtcb> if the White re^rea/ to bis R 
second square, the Black will move his K. to 
the adversary's K* B. third square, and then 
to the adversavy's K« Kt. third square, &c. 
and if, in lieu of rftreaimg to his B*,i>eco8d 
square, the White pl^ hfc.K, t^.his.B. 
second square^ the Black will check wi^ 
his Kt. P. and IhelV fky h\s K« t(^ the a^ 
versarj^'s K. Kt; fourth squaYe. Thcreforfe 
the best move the White can play is». 
'T!ae K. to his P^ secop<i.square^ 

3, 

J5. The K, to the adversary's (3^' third sduari?. 
(And not to the adversary's K, ti* rourth. 
^square, as Garr£ra. l\q&direQtfd.y -^ V; 
IF. TheK. tQ hisB.;squaft.. .(orst^ .. . . . V. 

4*. , , . . . ;> 
J\. ''The K, to the adversary's K. third s<juare. 
jr. The K. tQ his ICt» second sjyjar^^.; 



(Ort:) 

B. ... . , i. ' "• ^ 

JV. The K. to bis B. second square, 

B. The K. to the adversary's K. B. fourth squaie, 
ff^. The K. to his Kt. second square, (or bj 

3. 
B. The K. to the adversary's K* third iquarc- 
^. The Kf to his Kt. third square, 

4. 
B. Th^K. to the adversftry's K. second sqnstre. ^ 
fF. The R. P. one step, (or cj 

(Oni) 

$ 2. 

^TheB.P.oQeftep. 

S. The K, Kt. ?, one itep. ; 

&^ TbeK. tolus Kt. aeomd iquare. 

4. 

J^. The K* to the adversary's K. fbimh tqmw^ 
/r: The K, to bU Kt.lUN syaiVt 

B- The K. to the adversary*! 1^. third egaaxe. 
/f^ The K. to his Kt. second square. 

e. 

B. The K. to the adversary's K. B« fourth square* Scc% 

iT. 4. 

/^ The Kr to bis Kt. second square^ 

^. The K. fi. ?. pne step. 

/r The K. f o his jLt. square, 

e. 

B, The K. tq the adversary's |C. B- third square. 
fF. The K. to his R. second sqiwe. 

7. 
^. The K. to the adversary -s K. B. second square, and then tm 
^e adversary's K. Kt. ^\r\ square, &:c. 



m 
r. 

B. The P. two stqM. 
fT. The K. to his square. 

8. 

B. The P. one step. 

W. The K. to bis 6. square. 

9- 

B. The K. to the adversary's Q. second square, 
&c. * 
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Hut if the ^ite piay JSrst^ tbe gsune wiUbe 
tlrawn ^ (ex. t ' - 

..'"'•/ . '*» . ■ . 

U^. The It. to his seootut sqiiar^k 

B. The K. to his B. seoonci sqaare» 

2. 
/T. f he K. 16 his third sqiafe. 
j^. The K. to his Ihird square. 

3.- 
ff^. The K. to his fourth square^ 
B. The K. to his Q. third square^ 

■ ;4. 

^. The it. to his Q. fourth square*. 
B. The t»4 one step. . 

5. 
IT. The R.. to iiis fourth square. 
B. The P. one step. 

6. 
^. The K. to liis thfaid sqaai«. 
B. The K. to his Q. fourth square. 

IT. The K. to his Q. third square. 
B. llie P. one step, givinig^heck. 

J^ The K; to bis third square, tccl 



«2 



i0 

By this analysis^ it is evident that the BlacH^ 
iaving the move^ wilt win the game : thij foUowirig 
demonstration proves, that, if the White have tfte 
^stjMve, the game vfilt be dratm^.^ 

I; ■'.;■. 

iFl The K. to his B. thil-d square. 

B^ The K. R. P. one square, (b/- D) . 

JPITheKt.^hiftbini square. 
B- The K. to his fonclk squire. . 

tF. IferK. to his B. third square. ; 
£• The K. to his own third square^ or to his 6* 
tfiirdis^iuare* ; . 

iF. The K. to his Ktl fourth square. 
B^ The K^ lt» Am \6. third $qiiare^ or to his Mi. 
ibird sqoare^ . 

5. 
JF. The K. to his B; third square. 
B. The K. to his B. fourth square^. 

$. * '- . 

fK The K. to his thml -square (as at the second 

*" move)* . 1. . 

B. The K. Kt. P. one step. -^ . ^ 

r.', •' ./-■ 7- ' -- . . •• , 

IT. The R. P. takesiit, giving cjiecli^ a6dlhen the 
K. plays to his B« second square^ to his Kt. 
square^ and lastly, to his R. squye, Mrhehee 
the Black will be unable to drive him. 



• t *■ 
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'w, 1. . ! . '. •• ■ 'A/'' '^' ' -^ '"•' '-•''•'•*' 

i ' the K. to' birthird sqiiai^; or to IRk^i -ftM 

.^■■■. square.-. ' ■' ' V ■ ''- '■'■ 'vn;:r....T 

Jl^. ^Mast cafreflilly r^trbgradfi^ on jtfte ^cW ^ncak 
* ' the Black King t' suppose the WidkKJk^ 
to be at his B. third square, th^ Wk&e 
must play his K. to his B. second scitiare. 
B. The K« to his B« secx>nd square. 

3. 

^. The K. to his B, square. 
J5. The K. to his B. square. 

4. 

fF. *rhe K. to his B. second square. 
jB. The K. to his second squane* 

5. 
fF. The K^ to his third sqitare. i 

B. The K. tQ his B. third square. < 

6. 
fF^ The K. to his B. second s<|iiare, obsenritig 
.carefully to play on die mme lioeasthe 
Black King, and within OTie, ihre^, orjfo^, 
squares from him, &c. 

If the Blacky ^ the first move (of this \»xk^ 
game D)> should play his King to his third dquaie^ 
Che Wl^te ought to play his King to his fieooud 
«}uare, and w&a if the j&ack play the King to his 
fourth square, die White must play the King t9 his 
third square, toe* If instead of phtying his King 
to his fourth square (at the second move) the l^\»dL 
v^ece to play his King to his Queen's third squancp 
the White may play nis King to his Queen's se- 
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mnA mpoMh If then the Black pky his King to 
his Q^Men*8 Bishop's IkMi square the White may 
ikiove his Kin^ to his Oueen's Bishop's secoad 
Mpmilbr tMug^ the Slack ahouB pl^ the 
Kine*s Knight's Pawn one step^ the game will stifl 
be ^vi9f| whether the Blade take the White Fawn 
4ir. m9i: in the Idtier case^ hoth (da^rers will-hsve 
a Qaeen t in (he former^ the King; srill overtake 
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THIRD SITUATION. 

B. The K. at the adversary's K. fourth square. 
The K. Kt. P. at the adversary's K. Kt, fourth 

square. 
The K. R. P. at the adversary's K. R. fourth 
square. 
^. The K. at his second square. 
The K. R. P. at its square. 

This is a drawn game. If the player of the 
White have the move, it is obvious, that, by re- 
tiring his King to his Rook's square, he will very 
easily draw the game ; and if the playier of the 
Black have the first move, the White will likewise 
draw the game ; ex. : 

1. 
B. The Kt. P, one step. 
FT. The R. P. one step, faj (b) 

2. 

B. The K. to the adversary's K. B. fourth squait^. 
/^. The K. to his B. square. 

B. The K. to the adversary's K. B. third square. 
W. The K. io his Kt. square. 
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' (a) If the White were to take the Kt. P. he 
would lose the game ; «k. : 

B. . J. 

1^. The P. takes tlie Kt. P. 

2.' . 
B. The R. P. takes it. 
fV. The K. to his B. square, (or •) 

3. . 

B. The K. to the adversary's K. B. third square. 
W. The K. to his Kt. square. . 

4. 
B. The P. to the adversary's K. Kt. second 

square. 
1f^. The K. to his R. second square^- 

■5. 
B. The K. to the adversary's K. B. second 
square, &c. 



(b) The White may equally draw the game by 
playing the following moves : 

1. 

B. The Kt. P. one step. 

W. The K. to his B. square. If the Bl««k take 



(Or*) 

Wi TBe K. to hii iqaart. 

JH. The K. to the adversary*^ JL third iqturt. 
JP; The K. to his fi. square. 

4." 
4. TbeK.totheadver9az7'sIL.B. thicdsq^Mure^ aaddw&fiie 
P. one stip, lc«. 

f a 



B. liie Kt. P. one stepu ■ 

fF. The K. to his R. second square. 

The Black is obliged to abandon bis Knighf s 
Pawn, as he can not support it without stale- 
inating his adversary. 



1 






\ 
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the P. the White will move his K. to his 
Kt. second square^ and of course will easily 
draw the gaqoe ; and if the Blacky instead 
of taking the Pawn should play^ 

2. 
-B. The K. to the adversary's K. B. third square. 
J^. The K. to his Kt, square, or the P. one step, 
ice. 



f 3 
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FOURTH SITUATION. 

B. The K. at his B, second square. 

The K. Kt» P. at its square. 

The K. R. ?. at its square. 
fF. The K. at his B. foDrth square. 

The K.'R. P. at his sqoare. 

.*.■::. r}i ' '•..'/ 

White to move ; JUpck must win ; ex. : 



JV^ The K, to the adversary's K. B. fourth square. 
jB. TheR. P. one step. 

2. 
/T. The K. to his B. fourth square. 
B. The K. to his B. third square. 

/ ' :: : 3. ^ ■ - 

TF. The K. to his Kt. fourth square. 
B. The K. to his Kt. *ird square. 

4. 
JV. The K. to his R. fourth square. 
B. The R. P. to its fourth square. 

5. 
W. The K. to his R. third square. . . 
B. The K. to his Kt. fourth square. 

6. 
IV, The K. to his Kt. third aqtore. 
B. The R. P. checks. 

P4 
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7. 
JV. The K. to his R. third square. 
B. The K..to h{s E. jpurth e^are. 

^ The K. to "his Kt. second square. 

B. The K. to the adversary's K. Kt. fourth square. 

;P-". , ' ' . 

W. The K. to his Kt square, (or a) 

B. Ttie K. to the adversary's K. R. third square. 

lO. 

fF. The K; to his R. square. 

B. The Kt. P. two steps, ((t must be particularly 
observed, that, if the White K. should be 
at his Kt. square, the ]P. inustbe played only 

one step.) 

Jl.: 
^. The K. to hiaKt.. square. 
B. The Kt. P. to the adversary's K. Kt. fourth 

square* * 

I*. 

W' The K. to his R. square. 
B. The Kt. P. to the adversary's K. Kt. third 
square. 

IS. 
W. The P. takes it. 
B. The R. P. takes the P. 

14. 
W. The K. to his Kt. square. 
B. The P. to 4he adversary's K. Kt. second 
square, &c. 
A 
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(Or a) , 

9- 
fT. The P. checks. 

B. The K. to the adversary's K. B. fourth square^ 

10. 
/jT. The K. to his B. second square. 
jB. The Kt. P. one step (to gain the move^. 

11. 
fr. The K to his Kt. second square. 
£. The K. to the adversary's K. third square. 

12- 
fF. The K. to his Kt. square. 
jB. The K. to the adversary's K. B. third square. 

fF. The K. to his R. second square. 

jB. The K. to the adversary's K. B. second 

square. 

14. 
fF. The K. to his R. square. 
B. The K. to the adversary's K. Kt. third square^ 

&c. 
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FJFTH SITUATION. 

B' Tht K,. at the adversary's K. fourth sqaare. 
The K. Kt. P. at the adversary's K. Kt. 

fourth square. 
The K. R. P. at the adversary's K. R. fourth 
square. 
fF. The K. at his second square. 
The K. Kt. P. at its square. • . 

Black to move; nevertheless White (Z/aw;^ the 
game ; ex. : ..'..' 

1 . 
B. The K, Kt. P. one step, (or a) (orjbj (ore) 
W. The K, to.bi$ B, square, .1 

a. 
jB. The K. to the adversary's K, B. fourth 

* squared 
W. The K. to his Kt. square. . - 

/ ' .3. 

JB. The K. to the adversary's K. Kt. fourth 

square. 
W. The K'. to his R, square, 

4. 
J?. The R. P. one step. 
W. Must, cautiously avoid taking it; instead of 

which, he must play his King to his Knight'lf; 

square^ and the game is unqu^siionahhf 

drawn. 



3X9^ 



(Ora) 

1, 

B* The R. P. one step. 
/T. The Kt. P. tdces it. 

2. 
If the Black take with liis P. the White will 
eaptune it in two moves : and, if he should 
play his 
B. Kt. P. to the adversary's K. Kt. third square* 
fF. The P. to its K. R. fourth sqiWjce. 

. .3. 
B. The K. to the adversary's K. B. fourth square. 
fF. The P. to the adversary's K. R. fourth square. 

.•4. ■. 
The Black is now compelled to play his King 
to his Knight's fourth square, and the 
White, moving his King to his Bishop's 
third square, obviously draws the game; 
each King capturing his adversary's Pawn. 



(Orb) 

1. •■■ •• 

B. The K. to the adversary's K. B. fourth square. 
fF. The K. to his B. second $qwre. 



2. 
B. The Kt. P. chedcs. 
fF. The K. to his B. square. 

3. 

B. TlieK. to the adversary's K. third square. 
fF. The K. to his KUaffdasp. 

\ ' 
B. Ttie K. to the adversaiv's K. ^^jS^ii^ sq^re. 
fV. The K. to his R. sqiu^e» .;.: 

5, 
J?. The 9. p. one s|^ 

fV, Must not take i^. )>ut 1^ pfi:i;t|>}pgr hfs K. to 
his Kt. square. 

• ■ • '.e. •• \- ■'■ . 

J5. The K. to tfce idver^ry*8'K.' third square. 
fF. The Kt. P. takes the.R. P. 

7.- . ' \ , 
B. The !C: to the'advcrsary's'lC B. third square. 
fy. The P. one step, 4cc. the drawn game is 
evident^* • . . : ' :' ' .i 1' 



J3. The K. to his B. fourth square. 
fF. The Kl to his B. second square. 

2. 

J?. The K. to the adversary's K. .B. fpurth 

^square. 
JF. The P. to its Kr Kt. tbiwi square, giving dieck. 



3. . 

B. The R. P. takes and checks. 
IF. The K. to his Kt. square. 

- -4. • - ■ ' 
B. The K. to his B. fourth jiquare. . - 
/T. Tl^eK, takestheP. 

5. " 

B. The K. to his Kt. fourth square. - , 
PT. The K. to his Kt. secotid'^uare. 

B. The K. to the adversary^ K. B. fourth fquare. 
^. The K. to bis B. second square, &c. 
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SIXTH SITUATION. 

J&» The K. at his R. fourth square. 

The K. R. P. at the adversary's IC. R. fourth 

square. 
The K. Kt. P. at the adv6rsar)'s K. Kt. third 

square. 
The Q. B^. P. at its square. 
The Q. Kt. P, at its square. 
The (^. R. P. at its square. 
fF. The K. at his Kt. square. 

The Q. B. P. at the adversary's Q. B. fourtt 

square* 
The Q. Kt. P. at the adversary's Q. Kt. fourth 

square. 
The Q. R. P. at the adversa^'s Q. R. fourth 

square. 

Tbe player of the White wins by a edenttfic 
move. 

1. 
W. The Q. Kt. P. to the adversary's Q. Kt. third 

square. 
B. The Q. B. P. takes it. (or a) 

2. 
W. The Q. R. P. one step. 
B. The Q. Kt. P. takes it. 
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(OraJ 

JV. J. 

B. The Q. R. P. takes the Q. Kt. P. 

1. 
W. The Q. B. P. to the adversary's Q. B. third 

square. 
B. The Q. Kt. P. takes it. 

3. ' . 
W, The Q. R. P. to the adversary's Q. R. third 

square. 
B. The K. to the adversary's K. Kt. fourth 
square. 

4. 
W. The P. to the adversary's Q. R. second square. 
B. The K. to the adversary's K. B. third square. 

6. 
W. The P. becomes a Q. 

B. The K. R. P. to the adversary's K. R. third 
square. 

6. 
W. The Q. takes the P. which is at the adversary's 
Q. B. third square, gives check, and easily 
wins the game. 



3. 

W. The Q. B. P. to the adversary's Q. B. third 

square. 
B. The K. to the adversary's K. Kt. fourth 

square. • 

4. 
W. TTie P. to the adversary's Q. B. second square. 
B. The K. to the adversary's K. B. third square. 

5. 
W» The P. becomes a Q. and wins the game vrith 

£Kility. 



'' SEVENTH SITUATIOJSr.' * 

B. The K. at the adversary's K. fburS "square. • 
•The k. B. P. at the adversary% K. B:' third 

square. 
The K.: Kt. P. at the adversary's K. Kt. fourth 
•'■•■•"• 'iV'squar*. ■ •• :• " • • j •'-' ■ 
W. The K. at his B. second square. 

The K. Kt. P. .»t it» thifd. sqiiwe. ; 

■■^■- .- -■■ .u -;.',■ .' .• .V. ■ ..:...■: .:i 

Lolli and Cozfo, two .celebrated Italian writers 
on Chess, call .this :^iiraw;ftr game, whether the 
Bla<^ <ir.,tl^ ^hijp ;p)ay first : it nwy Jiowever be 
easily won by the Blacky by sacrificing his )C. B. 

Suppose the White to move first ; 

/l^'iTheR, tohisB: sqakre: - .^: 

B. The K. to the adveftory's K. third square. 

W. The K. to his square. 
jB. TheB. p. checks. ^ 

/ . . . \. i- « 1 /■ ' / ■; 
^ J.-rr.-i r;: • . :: .?• ^ .^ lo :\ •..- '* % 

W^. The K. to his B. sqv^^re, . . . (> ; 
JB. The K. to tlie adversary's Q. second square. . 
VOL. II. a 
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W, The K. takes the B. P. 

h. The K..to th^ 4dversai;y*s jQ. third square. 

5. 
W, tTbe K. ^>^ his B. square. 
.3. The jK.^o the adversary's K. third square. 

6. 
'W, Thrf BL to his iCt. second Equate. 
B. .The K. to the adversary's K. second square. 

7.- •■ 1^. . •• ' 
W. The K. f» hi*«, sqoBi'*. 
B. The K. to the adversary's K. B. third square. 

~«. •• 
i^. The K. to liis R. second squarfe. 
h. The k. to the adviersary's K. B.^ecdfld i^iMe. 

■ 9- ■■ _ 
W, The K. to his R. square. 
B. The K. takes the P. 

lb. 
W. The K. to his Kt. square. 
B. The K, to the adversary's K. R. (jurd>«)ini«. 

11. 
W, The K. to his R. square. 
B. The P. to the adversary's K. Kt. third square. 

W. The K. to his Kt. square. 
Bi The P. one step ; and it will of course become 
a Q. in two dioves. • 
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Suppose the Black to have the move ; 

1. 
B. The K. to the adversary's Q. third sqviare. 
W. The K. to his B. square. 

2. 
B. The B. P. to the adversary's K, B. second 

square. 
fV. The K. takes it. 

3. 
B. The K. to the adversary's Q. second square. 
PF. The K. to his B. square. 

4. 

B. The K. to the adversary's K. third square. 
W. The K. to his Kt. second square. 

5. 
£f. The K* to the adversary's K. second square. 
W. The K. to his Kt. square. 

6. 
B. The K. to the adversary's K. B. third sguai*e. 
tF. The K. to his R. second square. 

7. 
jB. The K. to the adversary's K. B. second square^ 
&c. 
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SOLUTIONS 



OP rum 



SEVENTY-FIVE SITUATIONS, 

INSERTED IN VOX.. I. 

fAfit 311 «T (BO. 



as 



SOLUTION 



OF 



THE FIRST SITUATION. 



1. 
W. The K. R. takes the K. R. P. and gives check. 
B. The K. takes the K. R. 

2., 
fV. The K. R. P;;give« check. 
B. The k. to his R. square. 

3. 
fV, The Q. R. to its K. R. square, 'giving check. 
B. The K. B. interposes at its R. third square. 

4. 
IV. The Q. R. takes the K. B. and gives check. 
B. The K. to his Kt. second square. 

H\ The Q. R. to the adversary's K. R. second 

square, giving check. 
JB. The K. to his B. square, (a) 

.6. 
W. The Q. B. being moved to the adversary's K. 

R. third square^ gives check-mate. 



A 
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(a) If the Black play the King to hlsfiishop't 
third square, you must cheQl^-mate him with your 
Queen's Bishop. 



a4 
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SECOND SITUATION. 

1. 

jB. Having the move, plays the Q. to the adver- 
sary's Q. B. fourth square. 

fF. Must not take the Q. but ought to play the Q» 
to the adversary's Q. R. fourth square. 

7.. 
B. The Q. takes the Kt. 
fF. The Kt. to its Q. second square, 

3. 

B. The Q. to the adversary's Q. Kt. second 

square. 
fF. The K. R. to its Q. Kt. square. 

4. 

B. The Q. takes the Kt. 
fF. The Q. takes the Q. Kt. 

B. The Q. R. to its Kt. square. (Or a)^ 
W. The Q. takes the Q. R. P. and gives check. 

B. The Q, Kt. P. takes the Q. - . 
IV. The Q. R. takes that Pawn, and gives check- 
mate. 
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(Or a) 

B. The Q. R. to its B. second square. 
fF. The Q. to the adversary's K. square, giving 
check. 

6. 
B. The K. to his Q. R. second square. 
fF. The Q. R. takes the Q. R. P. and givesi check. 

■ 7. ■ 
B. The Q; Kt. P. takes the Q. R. 
^. The Q. to the adversary's Q. Kt. square, giv- 
ing check-mate. 
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THIRD SITUATION. 

1. 
IF. The R. to the adversary'g K. Kt* MCon4 

square, giving check. 
B. The K. to his R. square* 

2. 
IF. TTie R. to the adversary's K. R. second square, 

giving check. 
B. The K. to his Kt. square. 

3. 
IF. The Q. B. to its Q. fourth square. 
B. The R. to its K. B. third square^ gi>^ing chedc. 

4. 

IF The Q. B. takes the R. 

B. The Kt, to its K. fourth square^ giving check. 

5. 
fF. The Q. B. takes the Kt 
B. The K. to his B. square. 

6. 
IF. The K. to the adversary's K. B, third squarr. 
B. The K. to his Kt- square. 

* 7. 
fF. The R. to the adversary's K. I^^ msot4 

square/ giving check. 
B. The K. to his K. square. 



8. 
IV. The K. to the adversary's K. Kt. third square. 
B. TheQ.P. ora»eQ.R]f, ^coqie»aQ. 

9- 
W, The R, to the adversaiy's K. R. second 8quare> 

giving double checks 
B. The K. to his KC square. 



10.. 
W. The R. to the adversary's K. B, Ciqujvtj^ gtiFing 
check-mate. 
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FOURTH SITUATION. 

..' h 
B. The Q. takes the Kt. 
W. The K. B. P. takes the Q. 

B. The R. takes the Q. 
W. The K. Kt. P. two steps. 

3. 

B. The K. R. P. takes the P. 
W. The Q. Kt. P. one step. 

4. 
B. The Q. R. P. takes the Q. Kt. P. (Or a) 
W. The Q. R. P. one step. 

5. 

JB. Can not prevent the White from going to 
Queen. 
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• Of i 



I I i. ... 



(Or a) 



••■; f!) 



4. 



jB. The R. to its third ^fitl9. 
.#r: The'Q,:Kt P- Qfie step. ; < ; 

B. Loses the game. 






FIFTH SITUATION. 

1. 

B. The K. Kt. P. two steps. 

/F. The Q. B. takes the K. Kt. P. 

2. 
J3. The R. to its K. Kt. second square, for a) 
W. The Q. B. to the adversary's K. B. third 
square. 

3. 
B. The Q. to her second square. ' 
W. The Q. to the adversary's K. Kt. third square^ 
giving checks-, - r»> 

B. The R. takes 4h«ng; :n !• ot .n c IT .'\ 
ir. The R. to the' teiWtta^'s ^C.S'^Ife/ «qua»e, 

giving check-msie. 

.'::;,:■ u'lj V .J \ 



. ^. 

B. The K. R. P. takes the Q. B. 

IV. The Q. to her K. R. third square^ J^'^ving 

check. ' ' • 

3- • .. . ; '^ .' . . ; 

jB. The K, to his Kt, second square. 
W. The Q. to the adversary's K. R. square, ^y^ 
39g i^eqEk?iiiate. , . \. V^ 
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SEVENTH SITUATION. 

I. 
W, The Q. R. takes the K, JCt, P* 9ii4 checks, 
B. The K. R. takes the R, 

2, 

tF. The K. R. takes the JCr R. P. wd checks, 
B. The K. to his Kt. square. 

3. 

IV. The Kt. to the adversary's R. secmd square^ 

giving check. 
B. To avoid checkrmate in two moves, is con)« 

pelled to take the Kt. wi^h the Q. 

4. 

W. THe Q. takes the Q, &e. 



k2 
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EIGHTH SITUATION. 

1. 
fF. The Kt. takes the K. B. P. 
B. The K. R. to the adversary's Q- square^ giving 
check, (a) 

2. 
JV. The Q- takes the K. R. 
B. The K. Kt. P. takes the Kt. (or b) 

W. The R. takes the R. and checks. 
jB. The K. to his Kt. second square* ' 

4. 
JV. The Q. to the adversary's Q. second square, 

giving check. 
B* The K. to his ][l. third square* 

5. 
JV. The R. to the adversary's K. Kt. square. 
jB. The Q. to the udversary's K. square, giving 
check. 

6. 
JV. The K. to bis R. second square. 
B. The Q. to the adversary's K. third square.' 

7. 
JV. The Q. to the adversary's K. Kt. second 

square, giving check. 
B. The K. to his R. fourth square. 
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(a J This is the only move to avoid check-mate. 



1 ; • ' (OrbJ ' 

2. ' 
B. The Q. to her K. B, square, 

3. 
fV. The Q. to the adversary's K. R. fourth square. 
B. The Q. to her K. Kt. square, (or c) 

4. 
W. The Q. takes the K. R. P. and checks* 
B. The Q. lakes the Q. 

5. 

IV. The R. takes the R. and checks. , 
jB. Tiie Q. interposes at her K. Kt. square. 

6. 
fV. The R. takes the Q. and gives check-mate. 



(Ore) 

3. 
JB. The K. R. P. one step. 

4. 
W. The Q. takes the K. R. P. and checks. 
B. ' The K. Kt. P. takes the Q. 

5. 
W, The R. to the adfersary's IC. R. second squate^ givini; 
cheqk-mate. 
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i4f 

8. 
fp. The Q. to her K. Kt. fourth square^ giving 

check. 
B. The K« to his R. third sqilare^ 

9- 
tt^. Ihe Q. to her K« R^ fourth square^ givin|^ 
check-mate« 



'^' {j ; 



:\ K\- '• (. .'u.^ .(v.f: 



j/i 



. ♦ .'^ .o 









•' i.|'- 









V? .u .(> .'• : rs 



' t • (k 



:\ .,[ '.ii . \ 
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24» 



NINTH SITUATION. 

1. 
B. The K. Kt. P. one step. 
tF, The Q. R. to its K. Kt. third square. 

2. 
B. The K. Kt. P. takes the Q. (or a) (or h) (or c) 
W, Hie Q. R. to the adversary's K. Kt. second 
square, giving check. 
3. 
h. The K. to his R. square. 
W. The Q. R. takes the K. B. giving a discovered 
check. 

4. 
B, The K. R. interposes at Its B. third square. 
W. The Q. B. takes it, and checks. 

5. ■ 
B. The K. to his Kt. square. 
W. The K. R. to its K. Kt. square, giving check. 

6. 
B, The K. to his B. square. 
W. The Q. R. takes the Q. 

7. 

B. The R. to its Q. Kt. square. 

IV. The K. R. to the adversary's K. Kt. secotid 
square,' and then to the adversary's K. R. 
second square, in order £o give check>nMite 
at the adversary's K. R. sqQare. 



B. llie K. R. to its Kt. square. 

fT. The Q. takes the K. R. P. and checks. . 

3. 
B. The K. takes the Q. 
fF. The K. to his Kt. second square, giving cbedL 
with the K. R. 

jB. The K. B. interposes at the adversary^^ K. It 

fourth square. 
W. The K. R. takes ic^ giving chedi-inate* 



(Or b) 

sr* 

B. The K- Kt» Pt oAe step. 

W* Th€. iC:to l\is JCt* second square. 

. 3. 
B. The K. B. to its third square. 
IV. The Q. takes the K. R. P. and checks. 

_ • . •:*•' '. • /.4, . • 

B. The K. to his Kt. square. 

/T. The Q. R. takes the K. Kt. P. and checks, 

, ' •: • . •. • ■ I . .5# .• .• ... 
B. The K. to his B. second square. 
XP: The Q. takes the K. B. and died^s. 

e. 

jB» The K. to his square. 

fV. The K. R. to its K. square^ giving check*. 

7. 
B. The K. to his Q» second square. 
9F. The Q. to the adversary's K. third square^ 
giving check-mate. 
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(Ore) 

■' .^: :'■-: ' ' • "■'• " . . 
U. The K. B. to its Kt./ourth square. • 
IT. The Q. takes the K'.^. , . , 

: .La. • • 

JB. The K. R. P. takes the ^. 
IT. The K. to his Kt. . kecond square^ P^IPS ,? 
' .'■[ .idifeevened cbed^. ' 

V ..: ... :■ ^'.■■■'. •■..;! •.-..; • 

B. The K. to his Itt. square. 

If. The K. R. to the adversary's K. R. square^, 

giving check. ^ 

. ?•:? 

^. TheK. tohis B..9e(teiui(sqt]avet! •'! ! •'' 
IT. The K. :R..;to the .«dv«BSaiy1suK.4t isteoiM 
square^ giving (^gck. 

...... iyy.^y :i.- ^; /^ 

B. The'k.-td'his'Ktisdtiare;' ' -- 
IT. The K. R. takes the Q. an4 will jeasity wi|i 
the game. 






* This is the iesi move tka% die 1(1^ cao plazjm tUs^iitoa* 
dons as he Io6e9^jrfbpifoe6' :^ .cj ' * >t ..^n -.IT /* 
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fENTH SITUATION. 



'■■ r« » ? f 



•1. ...... 

' • ■ ■ .7 . . ;■ '' 
^. The Q. to the adrersary*8 Q. B, tTiIrd square, 

giving check. 

fi. !ThfciL-Kt.P.<weatBpw .: ; ' 

... .^V -.■>'•: .••:::[■:-: ^ 

W. The Q. to her K. Fourth square. 

B. The K. R. P. to the adversary's K. R. thiid 

3. 

H^. The Q/tikfes the^K- Kt/i*: arid cted^st ''* 
if. Is compelled to take the Queen, and the 

gapie n's '4^,au(2»^ the |W^j^ I^i3^^eH|g 
stale-^mated. 
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ELEVENTH SITUATION. 

1. 
W. The Q. R. takes the Q. P. 
B. The K. P. takes the Q. R. 4. 

3. 
IT. The Kt. to the adieersaiy's K.B. third square, 

giving check. 
J?. The HL. Kt. P. takes the Kt. 

'. ■ " . "• . 3. 

W. The K. R. to the adversary's K. square, giv- 
ing check. 
B* iThe K. to his Kt..6eo9qd square. 

W, The Q. B. to the adversary's K. B. square, 

giving check. 
B. 'nieK. to his Kt. or R> square. 

6. 
W. The Q. B. to the adversary's K. R. third 
square, giving check-mate by discovering 
the K. R. 
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TWELFTH SITUATION. 

1. 
tF. The K. R. to its Q. square. 
B. The Q. to the adversary's Q. Kt. second 
square. 

2. 
fF. The K. R. to the adversary's Q^. square, giy> 

ing check. 
B. The K. Kt. interposes at its square. 

3. 
fF. The K. R. takes the K. Kt. and checks 
B. The K. takes the K. R. 

4. 
fF. The K. P. to the adversary's K. second square, 

giving check with the K. B. 
B. The Q. takee the K. B. 

5. 
fF. The K. P. becomes a Q. and checks. 
B. The R. R. interposes at its B. square. 

6. 
fV. The Q. takes the R. and checks. 
B. The K. takes the Q. 

7. 
JF. The Q. R. P. takes Ae Q. and will win the 
game. 
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1. ..-.;, - 

fr. The Q. B. to- its K. Kt. ^quajre. , 
JB.'The'K,JB. takes it. 

.*. ; ; • 

U^-' "fhcK. R. takes the Kt and checks. , 
JB. The K. R. takes the K. R- 

in The gttmt is drawn ; the White ICing*being 

stale^mated^ ' •- • 

, If. at the secohd move the Mack shoul:} riot take 
the King's Rook, the White will lieverthdess draw 

the game, by sacrificing his King's Rook for t^^e 
Queen's Knight's Pawn, as the player of the Black 
will be unable to win, though he has a Pawn and 
a Bishop ; that Fawn being on the Bbok's file, and 
the Bishop of a colpiir ditf^r^nt fr^pi Ifiat 0f thifc 
Rook's square on which the Pawn would become a 
Queeii^ 



. f 



^tos- 



giving check. 
jB. The Q, P. is cort^dled to take thd-Q. ~ • 

ing check -mate. 



ir'a 



TWENTY-SIXTH SITUATION. 



-; ;. '. .■.!.■.. . ',:. f ... ■„. .w 

ff^. The Kt. to the adversary's- 1[. third square, 
giving dieck. •- •'•'^ 

B, The K. to his square. 

fF. The Q. to the adversary's Q, squane, giving 

check. 'J ' 

B. The K. B. takes the Q. 

.•• ; . • ; '3.;. . :- - ; • 
W. The K. R, to the achewftry's K.. B. square, 

giving check. 
B. TheR. takes it. 

4 

IT. The Kt. to the adversary's K. Kt. second 
square, giving check-mate. 



t \ -It • T JT 



I 
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1. 

Wy^e Kt. to'the adversary's Q. third square, 

giving check. 
B. The K; to his Q. square. ' " "" 

1. ' 

ir.'The B. to iis R: R, fourth "square, giving 

check; ' '• • 
B. The K. B. P. one stjpp. 

,'•;.; 1 I /^ ' :■ ' .3.'; ■' . '. ■■: :" ' 
fF. The B. takes it, and checks.. 
R TheJC. B- tiakestheB. . • 

■ 4': 
f^r. The Q. take» the K. B. and giVeis • eKeck- 



» .•* *w 
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TWENTT-EIOHTH filTtJAlTON- 

1. 

W. The K« R. to the advemry'f K. R. squMr^ 

giving check* 
B. The K. to his Q, Kt. second squane, 

a. 

W, The K. R. to the advertaiy's Q. R. vofiifm^ 
B. TheK. to his Q.Kt third square. 

W, The Q. B. P. to theadTenuy's Q. B. fourth 

square, givif^ohedi. • 
J3. The K. to his Q. Kt. fleoQild sqtiata. 

4. 
/iT. The Q. B. P. ifaio. cheeks. . 
B. The K. to his Q. Kt. third squai«^ 

5. 
W. The Q. R. P. gives check-maC^. 
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TWENTYi-NINTH SITUATION. 

1. 

W, Th« KC. to i|i third squane. 
£. The K. to his Q. Kt. squara. 

a. 
W. The R. to the adtersary's Q. square, giving 



B. Itie K. to hb Q. R. second square. 

3. 

W. The Kt. tQ the adrersary's Q. R. fourth 

square. 
B. The P. if ooiapdled to take the Kt. 

4. 
W. Vm p. which is at the adversary's Q. Kt. 

fourth square, gives check. 
B, The K. to his Q. R. third square. 

6. . 

W' The Q. Kt. P. gives check-mate. 



T 2 
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THIUflETH 6iTUATI©K. 

.}. 
fF. The Q. R. to the adtrersi^jy^s jl^,: K; ifoiMh 

square, .giving cbeck^) <. ■ .;./..;; " 
B. The K. to his Kt. square. 

... ',. •' .^' '•.•;:> .•-•! .:■ ... •: :\> 

;r. The K. R. to its K. Kt. third iqiuiiie, givmg 

checkv I • .'/' '•• - '" ■'- 

£. The Q. interposes at her K. Kt. fourtlii 
' square. 

:. ,' .'. . • . 'I '..: ■■ ■ : ': ^ 
3. 

fF. The Q.. to the adversar)[:^.,^. '|Ct.: feo^od 

square, giving check. 
B. The Q. takes the Q. 

4. . 

^. The K.;b" p. gives chepk-. . . , . ■ 

B. The R. takes it. 

fF. The K. P. takes the R. and gives check-mate* 
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THinTTrflRST SITUATIOJC, 

1. 

Wi The Q; to the ad>?eneiy's Q. B. aeoobd sqaare» 

giving check. , 

B. The Kt. takes the Q. 

2. 

W. The R, tp theidversary'sQ. R. sqii^rej giving 

check. 
B, TheKt. takes the R. 

3. 

tV. The itt. to the adversary's Q, ^JS«qpn4 i|i|Bre» 
checking with the JB:. '.i . • .< \ > 
£. The Kt. interposes. 

• ' • /•. -..v- ■ ; .; -. •• 

W. Tde P. takes the Kt. and c|y$qk$. 

B. The K. to his Q. R. square; , . ) v , ,' • 

5..:. 
M The F* ohe ^^ giviii|g.,<Aec%-nartey . \, 



t3 
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THtRTT-SECOND SITUATION. 

1. 

W. The R. to the advenuT^ K^ IL second 

square^ giving check. 
B. The K. to his Kt. sqvara. 

2. 
IT. Tbe Kt. to dieadverssry's K. B. third square^ 

giving dieck. 
B, Tbe K. to his B. square. 

3. 

B. The Q. Kt. takes it^ 

4. 

W. The R. to tbe adversary's K. B. second square, 

giving^dieek. 
B. The K. Kt. takes it. 

5. 

W. The K. Kt. P. MieMep, giytii|reheclk-«MCe; 



V/i 
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THIRTY-THIRD SITUATION. 

1. 
W. The K, R. to the adversary's Q. Kt, square^ 

giving check. 
B. The K. to his R, second square, (or a) 

2. 

JF. The Q. R. takes the K. Kt. P. and gives 

check. 
B. The K. is compelled to take it« 

3. 
W. The Q. to her K. Kt. fourth square, giving 

check. 
J5. The K. to his B. second square. 

4. 

JV. The Q. to the adversary's K. Kt. third square, 

giving check. 
B. The K. to his second square. 

5. 
W. The Q. to the adversary's K. square, or to the 
adversary's K. Kt. second squafe, giving 
check-njate. 



Jf-A 



J^ 



• (Or a) 

W: 1. 

B, ThjB K, :ll^ wterpodes at 'ks Q. iquam. 

.a. 
W, The Q. to the adversary's K. B. square, gl^ngf. 

check. 
B. The K. R. takes the Q. 

- • . 3.' . ■ , ■ 

W. The Q. It. takes the'K.. R. and gives check. 
B. The k1 to his R. second square. 

4. 
W. llie Q. R. to the adversary's K. R. second 
square, giving dwck-mate. 
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THIRTT-FOURTH SITUATION. 

1. 

W, The Q. R. to the adversary's K. B. square, 

giving check. 
jB» Itie K. to his Kt. secood square. 

a.. 
IT. The 1^. B. to <he mhvmt^*^^ R. third 

square, giving chedi. 
% Tke-K. takes it; 

s: ■ ■ 

W, The Q. R. to the adversary's ^. JCt. jqoaie, 
j}. The Q. B. to its K. B. aecopd ^qqarn (qr any 
otiwr move). 

■ 4. 
JV'. The K. R. to the adversary's K. R. fourth 

square, giving check. 
B* The Q. B. takes the K. R. 

5. 
IT. The K. Kti P. one step, giving chedMnata.. 
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1. 

fF, The Q. takes the K. B. F. mA gives check. 
B. The K.. t» lus R. aqoarci 

2. 

^. The Q. Kt. to the adversaiy's K. B. ftiini 
sqtiare. 

B. The Q. R. P. one step. (If he take either of 
your pieces, you may immediately check- 
mate him.) 

.3. . . I 

ff. The Q. to the adversary's K. Kt. third squarei 
B. The Q. B. to its K. Kt. square. 

4. 

-W» The Q. to the adversary's K. R, second square, 

giving check. 
B. The Q. B. takes the Q. * 

5. 
W. The K. Kt. to the adversary's K. B. second 
square, giving check-mate. 
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TfflRTT-SIXTH SITUATION. 

1. 
W. The Kt to his K. B. dlird square. 
JB. The K. to the adversary's Q. R. square* 

2. 

tF. The Kt. to his Q. fourth squaie* ' 
B, The K. to the adversary's Q. R. second 
square. 

3. 
fF. The Kt. to his K. second square. 
B. The K. to the adversary's Q. R. square. 

'4. •• , . 

¥F. The Kt. to his Q. B. square. 
B. Is compelled to move bis Q. R. P. 

5. _ ■ .' .' • • ^ 

W. The Kt. to its third square, giving chedc-OUite. 



tu 



THIIl■IY.BEVE^P^H SITUATION, 

1. 
fF. HieQ. to UteMversar/i K. R. HM 
fi. The Q. to her K. B. square. 

IF. The Q. tiikeCkhe K. R. P. >nd gives chedc 
A The K. takes the Q. 

IT. The Q. jp. ta H'siK. Rv square, '^ng 3ie6k« 
^. The Q. interpostft at its'tC. R. third squaie. 

?/ir, The,Q..H. tftkcs the Q;r^nd gives check". 
B. The K. takes the'Q. R. ' . 

f 

5. 
ff^. The K. R, gives cbeck-raate. 



9f6 



I. 

W, TV R. tp iU (J. tbiBi flqMiQp • n . . 
B. The K. to !«» R. yqqaro; ♦ ♦ ^ 

»• 
£. Ilie K. to his Kt. sqwirfs. 

W^ Tbff K. to tbe 9&mwi% K. s^udcr. < : 
£. The K. to bis K. iquare., 

4. 
^. The R. to tHe adrnniyi K, It. Kobnd 

square, gi^g cbtedc ■ ' 
JB. The K. to his Kt. 8c[aare. 

5. 
W» The P. one step, gives check-inate. 



«i7 



THIRTT-NINTH SITUATION. 

% 

J. 

W. The R. P. one step. 
B. TheK. B. toitts^ove. 

W, The K. B. to the adversary's Q. fourth square. 
B, The Kt. to its second square. 

d. 
W. The IL. B. t^es it. 
JB. Hie K. to his Kt square. 

4. 
W. TheK. B. to tfaeadveraaiy's Q. fourHi squar*,. 

giving check. 
J3. The K. to hu R. Si^wre. 

5. 

/F. The K. B. to its Q. It. second squace. 
B. Is compelled to move the K. B. 

W. The P. or the B. takes the Kt. P. giving 
check-mate. 



t7« 



THtRTt-SECOND SITUATION. 

1. 
W, The K. to the ^limnmrfs K^ IL seeoncl 

square, giving check. 
B. The K. to his Kt. squve. 

a. 

ifF. Tbtt Kt. ID the adversary*! K. B. third square, 

giving check. 
B, The K. to his B. square. 

3. 

W. Tlfe K. P. gites chedt. 
B, The Q. Kt. takes it. 

4. 

W. Tht R. to Uie adversary's K. B. second square, 

living- dMck. 
B. The K. Kt. takes it. 

«. 

n^. TheK. Kt. P. Mieilep, fjefiog^Buik-wAt: 



V4 
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THIRTY-THIRD SITUATION. 

1. 
W. The K. R. to the adversary's Q. Kt. square^ 

giving check. 
B. The K. to his R. second square, (or a) 

2. 

W. The Q. R. takes the K. Kt. P. and gives 

check. 
J3. The K. is compelled to take it. 

3. 

W. The Q. to her K. Kt. fourth square, giving 

check. 
B. The K. to his B. second square. 

4. 

W. The Q. to the adversary's K. Kt. third square, 

giving check. 
B. The K. to his second square. 

5. 
W. The Q. to the adversary's K. square, or to the 
adversary's K. Kt. second square, giving 
check-njate. 



J^'. 



• (Or a) 

W. 1. 

B, ThjeK. B^ Interpol at iteQ.^aam. 

.a. 
W^ The Q. to the adversary's K. B. square, gi^ngf. 

check. 
B. The K. R. takes the Q. 

..,.-•• 3.- i ■ 

W: The Q. H. takes the K. R. and gives check. 
B. Th^ K;. to his R. second square. 

4. 
W. Tm Q. R. to the adversary's K. R. second 
square, giving dwck-mate. 



THIRTT-FOURTH SITUATION. 

I. 

W. The Q. R. to the adversary's K. B. square, 

giving check. 
jB» Itie K. to his Kt. second square. 

a.. 
W. The ^. B. to <he advefwys^ K. R. thirti 

square, giving chedi. 
^!. Tk&K. tsfces iC; 



W, TheQ. R..to theadversar7*sl^.JCt.j!qaue^ 
J}. The Q. B. io iUi K. B. aeoqrid ^qqant (qr tuif 
other move). 

JV'. The K. R. to the adversary's K. R. fourth 

square, giving check. 
B* The Q. B. takes the K. R. 

5. 

W, The K. Kt< P. one step, giving check^nat*.. 



2M. 



1. 

/r. The Q. «du» the K. B. P. md giv«ii check. ' 
£. The K., to lus R. aqocrCi 

2. 

^ The Q. Kt. to the adversai7'8 K. B. ftiini 
square. 

B. The Q. R. P. one step. (If he take either of 
your pieces, you may immectiat^ly check- 
mate him.) 

3. - - 

fy. The Q. to the adversary's K. Kt. third squarei 
£. The Q. B. to its K. Kt. square. 

4. 

-JF. The Q. to the adversary's K. R. second square, 
giving check. < . , 

JB. The Q.B. takes the Q. 

5. 
fF. The K. Kt. to the adversary's K. B. second 
square, giving check>mate. 



3M 



TfflRTT-SIXTH SITUATION. 

1. 
W, The Kt to his K. B. diird squne. 
B. T!ie K. to the adversary's Q. R. square* 

2. 
fF, The Kt. to his Q. fourth squaw* ' 
B. The K. to the adversary's Q. R. second 
square. 

3. 
W. The Kt. to his K. second square. 
JB. The K. to the adversary's Q. R. square. 

¥F. The Kt. to his Q. B. square. 

B. Is compelled to move his Q. R. P. 

5. _ .■.-■» 

W. The Kt. to its third square, giving chedc-nuite. 



tu 



THIIt^Y^EVE^fTH SITUAHON, 

I. 
fT. The Q. to tive:ad««reaiys K. R. ^^unl 
fi. The Q. to her K. B. «}uare. 

ft. 
IF. The Q. take$>he K. R. P. mi p!WA dieclu 
B. The K. takes the Q. 

IT. TheQ..|t; totts.K. R.' square, giving diedc« 
p. The Q. interposal «t its'tC-. R. third squsie. 

f^', TheQ..H. tftfciestheQ; ri)d> gives cbeck'. 
B. The K. takes the' Q.R. •' . 

• ■ f • • 

S. 
/F. The K. R. gives check-mate. 



af6 



TOIRTf -iBIGimf .^ITOA'IIQK, 

I. 

»: TTw R. 10 it$ Q, tbif4 iqwuiet . : r . , 
J3. The K. to liis R. fqitarK. < . T 

». 

W. The E. to tbe^versary'tf Q» Iccoiid squn^ 
£. Hie K. to his Kt. w^m^ 

f. 

IT. ThfiK. totbeadvtrsslyVK. sQuate.' . 
£. Tbe K. to his It. 9quare« 

4. 

W, Ihe R. to ^e advemi/i K. .H. •eoonci 

square, gi%ngch<Ddc. 
J3. The K. to his Kt. square. 

5. 
W, The P. one step, giret chedL-mate. 



M7 



THIRTY-MNTH SITUATION. 

% 

1. 
W. The R. P. one step. 
J3. The K. B. tp ito s^nare. 



IT. The K. B. to the adversary's Q. foarth square. 
B. The Kt. to its second square. 

d. 

W. The Ki B. tttkes it. 

M' The K. to his Kt square. 

4. 
#!: ThsJC. B. to theadveraary's Q. fourth square,. 

giving check. 
B. The K. to4)is R. square. 

W. The K. B. to its Q. %. second square. 
B. Is compelled to move the K. B. 

6. 

IV. The P. or the B. takes the Kt. P. giving 
check-mate. 



3 
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. THtRTT-SECOND SITUATION. 

1. 
W, The IL to the sidmnmrfs K. R. steond 

square, giving check. 
B. The K. to his Kt. squara. 

1. 
W. Tbe Kt. to theadversary'tt K. B. third square, 

giving dieck. 
B, Tbe K. to his B. square. 

3. 
W. Tift K. P. gites <Aedt. 
B. The Q. Kt. takes it* 

4. 

IT. The R. to the adversary's K. B. second square, 

giving^dMdt. 
B. The K. Kt. takes It. 

5. 

W. TheK. Kt. P. MieMep, fj^v^^aaSk-ivAt: 



X4 
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THIRTY-THIRD SITUATION. 

1. 
W. The K. R. to the adversary's Q. Kt. square^ 

giving check. 
J3. The K. to his R. second square, (or a) 

2. 

JV. The Q. R. takes the K. Kt. P. and givts 
check. 

B. The K. is compelled to take it« 

1 . ' ' 

3. 

W. The Q. to her K. Kt. fourth square, giving 

check. 
J5. The K. to his B. second square. 

4. 

W. The Q. to the adversary's K. Kt. third square, 

giving check. 
B. The K. to his second square. 

5. 
W. The Q. to the adversary's K. square, or to the 
adversary's K, Kt. second square, giving 
check-mate. 



J^'. 



(Or a) 

ff' 1. 

B. TheKrH^ifiterpodesat'itsQ. ^uftm. 

W, The Q. to the adversary's K. B. Muare, gi^n^. 
check. •* 

B. The K. R. takes the Q. 

W: tKe b; R. takes the K. R. and gives chadt. 
B. Tilt IC. to his R. second square. 

4. 
^. ITie Q. R. to the adversary's K. R* second 
square, giving check-mate. 



THIRTT-FOURTH SITUATION. 

1. 

W. The Q. R. to the adversary's K. B. square, 

giving check. 
B. Hie K. to his Kt. secood square. 

a. 
IT. The Q. B. to <he Mhrefmif 's- IL R. third 

square, giving chedL. 
fU Tbe.K. talces it; 

If. The Q. R. to the adversary's ^. .Kt. tt^mte, 
B. The Q. B. to ite K. B. aeoqpd ^qqern (qr bu/ 
other move). 

• 4.' ■ 
jPT. The K. R. to the adversary's K. R. fourth 

square, giving dieck. 
B« The Q. B. takes the K. R. 

5, 

fK The K. Kt< P. one step, giving check-mat*.. 



2W. 



1. 

W. The Q. triuM the K. B. P. and givciii check. ' 
h. The K., to his K. aqoarCi 

2. 

W, The Q. Kt. to the adversaiy's K. B. fliird 
square. 

B, The Q. R. P. one step. (If he take either of 
your pieces, you may immediately check- 
mate him.) 

. 3. - ■• 

W, The Q. to the adversary's K. Kt. thiid squarei 
,B. The Q. B. to its K. Kt. square. 

4. 

-W. The Q. to the adversary's K. R. second square, 

ginng check. 
B. The Q. B. takes the Q. 



\\ 



5. 
^. The K. Kt. to the adversary's K. B. second 
square, giving chede-mate. 



2M 



THIRTT-SIXTH SITUATION- 

u 
W^ The Kt. to his K. B. dllrd sqoift. 
JB. The K. to the adversary's Q. R. square* 

2. 
W. The Kt. to his Q. fourth squanev - 
B. The K. to the adversary's Q« R* second 
square* 

3. 
W. The Kt. to his K. second square. 
JB. The K. to the adversary's Q. R. square. 

W. The Kt. to his Q. B. square. 

B. Is compelled to move his Q. R. P. 

5. ' .' . • • ^ 

W. The Kt. to its third square^ giving check-nutte. 



tu 



IHIItlY^EVENTH SITUAHON, 

'i. 
fF. The Q. to thie:iKi««r6ar/fl K. R. iiiinl 
fi. The Q. to her K. B. «}uare. 

a. 
jET. The Q. ttkeilthe K. R. P. mi p!WA dieclu 
£. The K. takes Uie Q. 

IT. TheQ. |t. tok'siK.Rv square, giving l^iedc, 
^. The Q. interposal t% its'tC. R. third squaie. 

f^', The.Q..H. tftfciwtheQ; r<)d*givei check'. 
B. The K. takes the' Q.H. ' . 

» • r ' 

• \ ■ • X ' . . :i ■ L 

s. 

/F. The K. R. gives check-mate. 



af6 



J. 

W, TM It. to »t» Q, tbifd sq!Mie^ • :!! . 
JS. The K. to tiis It yqitam • l v 

9. 

W. Tbe B. to tb^versary'« Q. iceMid squar^^ 
B, The K. to his Kt. aqqaip, 

f. 
IT, Tbf|K.totbead.\i!trnryVK. s^iutte.. : 
B. The K. tohis It. 9quare«, 

4. 

IT. The R. to the adrnm/A K. It. aeoonci 

square, gi^gicbedc 
JB. The K. to lus Kt. sqoare. 

■ 5. 
W, The P. one step, giret chedL-mate. 



«•; 



THIRTY-MNTH SITUATION. 

t 

1. 
W. The R. P. <xiA step. 
B. The K.B.tpito square. 

H\ The K. B. to the adversary's Q. fourth sqoare. 
B, The Kt. to its seoond 8<)uai«. 

d. 

W. The Ki E. tikkes it. 

JB. The K. to his Kt square. 

4. 
jr. TheK. B. to tfie advenarf's Q. fourth squai*,. 

giving check. 
B. Hie K. to his H. square. 

5,-. 

W. The K. B. to its Q. % second squasp' 
B. Is compelled to move the K. B. 

6. 

W. The P. or the B. takes the Kt. P. giving 
check-mate. 



3 
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FORTIETH SITUATION. 



1. 
W. The Q. to the adversary's Q. B. square^ giv. 

check. 
J3. The K. to his Kt. second square* 

fF. The Q, to the adversary's Q. second square, 
giving check > . .v . 

B. The K. to his B. third square. • - - 

3. 

fF. The Q. to the adversary's. K<, tlurd squaie, 
giving check, . . • .; 

J?. The K. to his Kt. second square. 

4. 

fF. TlieQ. to tbe.adversary'b K. second squan^^ 
giving check. . 

B. The K. to his B. third squaie« , ; 

5. 
fF. The Q. takes the K. R. P. and gives check. 
B. The Q. B. takes the Q. ^ ^ 

6. • 

fF. The K. Kt. to the adversary's K. B. second 

square, giving check. 
B. The K. to his R. fourth square. 

7. 
IF. ITie R. to the adversary's K. Kt. fourth 
square, giving check-mate. 



d8§ 

FORTY-FIRST SITUATION. 

1. 

W. The Q, to the adversary's K. fourth square^ 

giving check. 
B. The K. to his Q. R. square.. 

2. 
tF. The Kt. to the adversary's Q. B. second 

square^ giving check. 
B. The K. to his Q. Kt. square. 

3. 
W. The Kt. takes the Q. R. and checks by dis* 

covery. 
B. Hie K. to his'Q. R. square. 

4. 
fV. The Kt. to the adversary's Q. B. second 

square^ giving check. 
B. The K. to his Kt. square. 

5. 
tV. The Kt. to the adversary's Q. R. third square, 

giving double check. 
B. The K. to his Q. JR. square. 

6. 
Jf^. The Q. to the adversary's Q. Kt. square, 

giving check. 
B. The K. R. takes the Q. 

7. • ^ 

W. The Kt. to the adversary's Q. B. second 
square, giving check -mate. 

VOL. lU V 



ago 



FORTT^SECOND SITUATION. 

1. 
W. The K. B. to the adversary's K. Kt. square^v 
B. The K- R. P. one step. 

a- 
W. The Q. to the adversary's K. square. 
B. The Q. to her K. fourth square. 

W. The K. B. to the adversary's K. third square^ 

checking by discovery. 
jB. The K. to his R. second square. 

4. 
W. The Q, to the adversary's K% Kt. square, 

giving check. 
B. The K, to his Kt. third square, 

5. 
W. The K. B. to the adversary's K, B. second 

square, giving check. 
6. The K. to his B. fourth square, ' Qxr a) , . 

6. 
W. The Q. to the adversary's K. R. second 

square, giving check. 
jB. The K. to his Kt. fourth square, 

7- 
TV. The Q. to the adversary's K, Kt. third square, 
giving check-mate. 



291 



(Or a) 

/T. . . . . . 5. 

B. The K. to hid Kt. fourth square. 

6. 
fF. The K. B. P. two steps; giving check to K. 

and Q. &c* 



V 2 
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FORTY-THIRD SITUATION. 

1. 
W, l^e K. B. to its third square, ^ving dieck. 
£. The K. to the adversary's K. Kt. square. 

a. 
W. The K. B. to its R. square. 
B. The K. takes the K.B. 

3. 
W. The K. to his B. square. 
B. The Q. P. one step. 

4. 
W. The K. P. t;d:es it. 
B» The K. P. one step. 

5. 
W. The P. to the adversary's Q. third square. 
B. The K. P. one step. 

6. 
W. The P. to the adversary's Q. second square. 
B- T\a& K. P. to the adversary's K. second square, 
living chedc. 

7. 
liP. The K. takes it. 

B. The K. to the adversary's K» Kt, second 
square. 

8. 

W. The P. becomes a Q. 
£. The P. becomes a Q. 

4 



sgs 

9- 

W. The Q. to the adversary's K. Kt. foarth 

square^ giving check. 
B. The K. to the adversary's K. R. third square. 

10. 
, tF. The Q. to the adversary's K. R. fourth square^ 
giving check. 
B. The K. to the adversary's K. Kt. second 
square. 

Jl. 
fV. The Q. to her K. Kt. fourth square, giving 

check. 
B. The K. to the adversary's K. R. second square. 

12. 
fV. The K. to his B. se<^ond square. 
B^ Can not avoid check-mate in two moves. 



VZ 
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FORTY-FOURTH SITUATION. 

1. 

IK The Q. to the adversary's Q. R. third square. 
J5. The R. to its Kt. square. 

2. 
W. The K. Kt. to its Q. fourth, square. 
B. T^he Q. to her R. fourth square. 

3. 

IF. The K. Kt. to the adversary's Q. Kt. fourth 

square. 
B. Is, compelled to take it with his Q. 

4. 

/r. The Q. takes the Q. 
B. The R. to its B. square. 

5. 

W. The Q. to the adversary's Q. R. third square* 
B. The R. to its Kt. square. 

6. 

W. The Kt. to its B. third square. 
B. The Q. Kt. P. one step. 

7. 
fF. The Kt. to the adversary's Q. fourth square. 
B. The R. to its Kt. third square. 

t \t 



8. 

ff^. The Q. to the adversary's Q. B. square, giving 

check. 
B. The R. interposes at its Kt. square. 

9. 
iV. The Kt. takes the Q. B. P. giving check- 
mate. 



F-i 
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FORTT-FIFTrt SITUATION. 

W. Hie K. to Us Q. Kt. third sqiiare* 
B. The P. one step. * 

2- 

W. The K. to his Q. B. second square. 
B. The Kt. to the adversary's Q. fourth square^ 
giving check. 

3. 

W. The K. to his Q. B. sqtiare. 
B. The Kt. to the adversary's Q. Kt. third square, 
giving check. 

4. 

W. The K. to his Q. B. second square. 

^. The Kt. to the adversary's Q. second square. 

5. 

/T. The K. to his Q. B. square/ and will make a 
drawn game^ as .the Black can never re- 
move him from his Q. B.^square^ or Q. B. 
second square. 



m 



FORTY-SIXTH SITUATION. 

1, 

fF. The Kt. to the adversary's K. B. fi)urtU 

square. 
B. The K. to his B. square. 

2; 
W, Ilie Kt. to the adversary's K. second square.' 
B. The K. to his square. 

3. 

fT. The Kt. to the adversary's K. Kt. third square. 
B. The K. to his Q. square. 

4. 
fF. The Kt. to the adversary's K. B. square. 
B. Hie K. to his square. 

5. ^^ 

fF. The Kt. to the adversary's Q. second square. 
B. The K. to his Q. square. 

6. 
fF. The Kl. to the adversary's K. B.|third square. 
B. The K. to his Q. B* square. 

7. . 
fF. The Kt. to the adversary's K^ square. 
B. The K. to his Q. square. 



398 

8. 

XT, Tlie Kt. to the adversary's Q. B. second 

xjoare. 
B. The K. to his Q. B. square. 

0. 
fT. Tlie Kt. to the adversary's K. third square. 
B. The K. to his Q. Kt. square. 

10. 

i^. The R. to the adversary's K. R. square, giv- 
ing check-mate. 



a» i 

FORTY-SEVENTH SITUATION. 

W. The Kt.ta the aavewary'a«B.4i»w(h square. ^W'^ 
B. The K. to his B. square.* ^ - ^ 

^, The Kt. to the adversary*s|f . $econd square. CLj/B^4^ 
B. The K* to his square. * O^^.^^ 

% 3. \<lMu. 

W. The Kt. to the adversary's K. Kt. third square. ^"^^^ 
B. The K. to his Q. square. 

• 4. 
fF. Thp Kt. to the adversary's K. B. square. 
B. The K. to his square. 

.■.-•.. 5. ' . \ 

fF. The Kt. to the adversary's Q. second square. . 
B. The K. to his Q. square. 

/r. The Kt. to the adversary's K. B. third square. 
B. The K. to his Q. B. square. 

7. ' 
fF. The Kt. to the adversary's K. square. 
B. The K. to his Q. square. 
'' • 8. • 
JV. The Kt. to the adversary's Q. B. second 
square. ; . , 

B. The K. to hi? Q.B.. square. , , 



9* 
W, TheKt. to the adversary's K. third square. 
B, The K. to his Q. Kt. square. 

^ la 

Wi, The Hh-to tii^tdversaiy's Q. square. 
B, The K. to his Q. B. squaa«. 

II. 

W. The Kt. to the adversary's Q. Kt. second 

square. 
B. The K. to his Q. Kt. square. 

12. 
IT. The Kt. to the adversary's Q. third square. 
B. The K. to his Q. R. square. 

13. 
W, The Kt. to the adversary's Q. B. square. 
B, The K. to his Q. Kt. square. 

14. 

W. The Kt. to the adversary's Q. R. second 

square. 
B. The K. to his Q. R. square. 

15. 

W. The P. two steps. 

B. The K. to his Q. Kt. square. 

l6. 

W. Tan P. one stq). 

B. The K. to his Q. R. square. 
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17. 
W, The P. one step. 
B. The K. to his Q. Kt. square. 

18. 
W. llie Kt. to the advenarjj^Q. B. tiurd squar^ 

giving check. 
B. The K. to his Q. JLno^i, or Q. Bv^% 

square. 

ig. 
W, The P. ipves dbeck-mate. 
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FORTY-EIGHTH SITUATION. 

■ 1. -■ . ■, ■ 

W. The Q. to theadvamy'sK. B. ajuare, givini^ 

check. 
B^ TSie K. to his R. second square. 

1.' ■'•■'■ 
W. The B. to its Q. third square, giving check. 
B. The K. Kt P. oqe step. 

3. 
W, The R. to the adversary's K. Kt. fourth 

square. 
B, Is compelled to take it with the K. R. P. 

4. 
W. The K. R. P. one step. 
B*. The P. (which is at its K. Kt. fourth square) 
one step. 

5. 
W. The B. to its K. fourth square. 
B. The P. to the adversary's K. Kt. third square. 

6- 
W. Hie B. to its Kt. second square. 
B. The K. Kt. P. one step. 
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7- 
W, The Q. to the advenaiy's K. B. tUrd square. 
B. Hie K. Kt. P. to the adversaiy's K. Kt fourth 
square. 

8. 

^. The B. to its K. fourth square, giving (itedu 
. J3. The K. to his Kt. squ««. 

9- 
W^ The P. gives^ieclc-nuite. 
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lOKTT-NINTH SITUATION. 

W, The Kt. to its K. third sqoare. 
B. The K. to hisKt. fti|ttare. 

W. The Kt. to its foaitk «}iuiie. 
B. The K. to his R. square. 

3. 
IF. The Kt. to the adversary's K. B. third square. 
B. The K. Kt. P. is compdled to take the Kt. 

A. 
W. The K. to the adversary's K. B. second square. 
B.^ The K. Kt. P. one step. 

5. 
W. The K. Kt. P. one stq>, giving dieck. 
B, The K. to his R. second square. 

6. 
IV. The K. Kt. P. becomes a Q. and gives ched:- 
mate. 
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• FIFTIETH SITUATION. 

J. 

W. The K. R. to its square. 
. B. Th^ K. takes it. 

W. The K. to his B. second squar*. [ 

B^ lUe Q. Kt. P. one step. 

/r. The Q. R. P. takes it. 
Bi The Q. R. P. one step. 

.4. 
IT. The P. to the adversary's Q. Kt. third square. 
B. The P. to the-adversary's Q. R. third square. 

5. 
m The P; to the advereary's Q. Kt. second 

square. 
B. The P. to the adversary's Q. R. second square. 

6. 
^. The P. becomes a Q. 
B. The P. becomes a Q. 

: . ■ 7. 
^. The Q. to the adversary's Q. Kt. second 
square^ giving check-mate. 

TOL. ir. X 



90& 

FIFTY-FIRST SITUATION. 

1. 

/J^. The R. to its K. B. fourth square. ' 
B. The R. to the adverealy's K. R. square. 

ff^. The R. to its K. fourth square, giving check. 
B. The K. to his Q. secojpd Square. 

3. 

PF. The K. to the adversary's K. B. second sqwre^ 

B4 The R. to the adversary's K. B. square^ giving 

check. 

4.. 

PF. The K. to the adversary's K. Kt- third square* 

J5. ^he R. to the adversary's K- Kt* square^ giv* 

ingcfeeck* 

5. ■ ' 

/T. The K. to the adversary's K. B. (or K. R.) 

third square. 
& oHieJR^to tlke^^tvmmr^h K» B» square:^ J^, 

R. square), giving eheck. i 

IF. The K. to the adversary's K. Kt. fourth square* 
B. The R. to the adversary's K. Kt* square, giving 
check* 

fF. The R. interposes at it; K. Kt. fourth square. 

4. TbeR. t^Wit. ■..,,.: 

W> The K. takes the R. and of course will easBy 
win the game. - - 
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^ FIFTY-SECOND SITUATION, 

The player of the White men must carefully 
abstain frono playing his K^ng ; and he must like- 
wise observe to keep hi& Biahof on the ^eqt. dm-*^ 
gonaU If the player of the Blacks shodd force 
fais adversary's Bishop with his Q. B. P. he will 
nevertheless be unable to win the game ; ex. : 

fV. The B. to the adversary "s K. B. third square. 
B. The Q. B. P. one step. 

2. 
*r» The B. to th« adversary's K. Kt. sceond 

sqiiiH-e* 
^. The Q. B. P. to .the adversairy's Q. B. fourth 

square. 

W. The B. to the adversary's K. R. square. 

ZP. The K. to the adversary's Q. third square. 

4. 

W. The B. to its Kt. second square. 

-jB. The Q. B. P. one step. 

5..' 

W. Th8 Bi tA«?r it. 

5. If the K. take the B. the White K. will he stale- 
mated ; and if the JBlack decline taking the 
B. the White, by fceepirig his Bl on that 
dlagond;^ will obviously draw the game. 

X 2 
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FIFrYTfflRD SITUATION. 

I. 

W. The K. to Ms B. fourth square. 
B. The K. to his third square^ 

2. 

W. The R. to its K. third square, giving check. ' 
B. The K. to its B. third square. 

3. 
W. TheR. to its Q. R. third square. 
B. If the Black take the R. the White will be 

stale-mated ; therefore the Black roost play 

his R. either to his Q. ]kt; or Q. B. fourth 

square. 

4. 
W. The R. to the adversary's Q. R. thkd squaoe, 

giving check. 
B. The K. to his second square. 

,5/ . 

W. The K. takes the K. B. P. 

B. The Q. P. one step, checkii^ with the R. 

W. The K. to his fourth square. 

B. The R. to. the adversary's Q. B. fourth square. 
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'7. 
JV. The K, to the adversi^ry's Q, fourth square. 
B. The R. to the adversa^'s ^, Kt. fourth 
square. 

8. 
r^t Tha K. to the adversary's Q. B. fourth square, 
and will win the P. &c. 



z$ 
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FIFTT-FOURTH SITUATION, 

1. , 

IE Tlie B. to the adversary's Q. Kt. thir(J 

square, (dj 
B. The R. to the adversary's Q. R. square. 

2. 

IK The B. to its K. Kt. square* 
B. The R. takes the R. (bj 

3. 
fF. Is stale -mated. 
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fa) When you play the Bishop to the adver- 
sary's Queen's- Knight's third square, if the Black 
take it with his King, you must take his Queen's 
Knight's Pawn, giving check, and then play your 
icing to his Knight's square, which of cQurse will 
draw the game. 

(b) If the Black, instead of taking your Rook 
with his, were to play it to your Queen's jRook's 
iseoond square, you would win the game by playing 
your Bishop to your Queen's fourth ^uari&• 
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FIFTY-FIFTH SITUATION. 

I- 
JV. The R. to the adversary's K. B. square, giving 

check. 
B. The K. to his Q^ R. second square. 

2- 
TF. The R. to the adversary's Q. R. square, giving 

check. 
B. The K. takes it. 

fF. The Q. to the adversary!s K. B. square, giv- 
ing check. ' ' 
jB. The K. to his Q. R. second square. 



W. The Q. to the adversary's Q. B. fourth square^ 
giving check. . . * 

jB. The Q. takes the Q. 

W. Is stale-mated. 
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fiftYtSixth situation, 

1. 

fF. The Kt. to its ^. B. second square, giving 

check. 
^. The K. to the adversary's Q. B. third square. 

■2. 
/T. The Kt. to its Q. R. square. 
B. Tbe K. to the adversary's Q; Kt; secoid 
square. 

3. ' • 

fF. The. K. to his (^. second. square. 
B. The K. takes the Kt. ' ' 

4. 

IT. The K. to his Q. B. square. 
B. The Q. B. P. one step. 

5.' 
fT. The Kv to his Q. B. second square. 
^. The Q. B. P. to its fourth square. 

6. 
fr. The K. to his Q. B. square. 
B. The Q. B. P, to. the adversary's Q. B. fourtl^ 
square. 

■ 7. 
*^. The K. to his Q. B. second squai^e. 
^. The Q. B. P. to the adversary's Q. B. third 
square. 
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fF. The K. to his Q. B. square. 
J5. The K, Kt. P, one step, (a) 

p. 
^. TheX. R. P. takesit. C^J 
B> The Q. B. P. to the adversary's Q, 8« seccmcj 
square. 

10. 
^. Wliether the K!. take that Pawn, or wfietber 
the White Pawn be played, the Slack is 
stale-mated, and the game i» consequently 
(lraw|i. 
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(a) If the Black, at the eighth move, had placed 
liis Queen's Bishop's Ritva instead of his King's 
Knight's Pawn, yoa would have won the game ; 

B. The Q. B. P. to the adversary'^ Q^ B. $eoQB4 
'Square. 

/r. The K, ta>.es it. 

iB. The K- Kt* R one step.' 

10. 
fK The K. R. P. must not take it, twt txrust be 

niQyed one step. 
B. The K. Kt. P. to the adversary's K- Kt. fourth 
square. 

.11. 
WPt The P. to the adversarj-^s K. R. third square- 
B. The P. to the adversary's K. Kt. third square. 

12. 

fF.' The ?. to f he adversary's K. R. second square. 

' ^. The P. t<> the adversary's K. Kt. second square. 

13. 
fF. The P. becomes a B. or a Q. and gives chec^* 
mate. 



(I)) If, at the nitith move, you had played your 
Kin^v's Rook's Pawn to the adversary's King's 
Rook's fourth square, instead of taking the King's 
Knight's Pawn, you would have lost the game; ex.: 

9. 
rr. The K. R. P. to the adversary's K. R. fourth 

square. 

JB. The K. Kf. P. to the adversary's K. Kt, fourth 

square. 



^ I 
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10. 
ff^. The K. R. P. to thg adversary's K. R. third 

square. 
B. The K. Kt. P. to the adversary's K. Kt. third 

square, 

^^ 
JF. The K. R. P. to the adversary'3 K. R. second 

square. 
B. The K. Kt. P. tq the adversary's K. Kt. se- 

pond square. 

JF. The K:. R. p. becomes a Q. 

!B. The K. Kt. P. become ^ Q. and gives check. 

13. 
W^ The K. to his Q. B,. second square. 
B. The Q. tp the adversary's Q. Kt- square^ giv- 
ing check. , 

14. 

W. The K. is compelled to take the Q. B. P. 

j8. The Q. to the adversary's Q. Kt. secood 
square, giving check, then takes the White 
Q. and^ of course^ wins the gad^e^ 
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fifty-Seventh situatioi^. 

ff^. The Q. to the adversary's K. B. third sqiiare; 
£. The K. to his Kt. square. 

W. The. K* to his Kt. fourth square. 
JB. The K. to his R. second square. 

3. 
^. The K. Kt- P* one step. 
J5. The K. to his Kt. square^ 

4. 

ff^. The R. to the adversary's K. square, giving 

check. 
J5. The K. to his R. second squsire. 

5. 

fF. The Q. to the adversary's K. second square. 
. B. The K. to his Kt. third square. 

6. 

fF. The Kt. to its K. B. fourth square, giving 

check. 
J5. The K. to his Kt. second square. 
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7- 
H^ The K. to the adversary's K. R. fourth square* 
B. The K. to hip R. secotid sc^uare. 

8. 

JF. The K. Kt. P. to its fourth square* 
B^ The K« to his Kt. second square. 

IF. The Kt. to the adversary's Q. fourth square^ 
B^ The K% to his R. second scjuare*. 

IT. The R, to the adversary *s Q* square^ to gain 

the move, 
5. The K. to his Kt* second square^ 

IK 

;r. The Q. to the adversary's K. B. thiwl fi^Mit^ 

giving check. 
JB. The K. to his R» second s^arc ♦ 

12. 

;r. The Q, to the adversary's K. Kt. third «i«ianv. 

giving check, 
B. The K. B. P. is compelled to take the Q* ani 

to give check-mattf* 
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Fimr-EIGHTH SITUATIOK. 

W. "Hie Q. to the adversary's Q. thii?d aqiuie^ 

giving check. 
B. TheQ. B. P.iscompdkdtotaketheQ. 

W. The R. to its K. B. fi>ar«h square. 
B. The Q. B. P. to its Q. fourth square. 

3. 
W, The K. Kt. to its K. iburth square, gkin^ 

check. 
B. TheQ. B^P. iscompeltedtotakeit. 

4. 
W. Hie Q. B. to its K. third square. 
B. The Q. B. P. is obh'ged to take the K. B. P. 

5. 

W, The Q. Kt. to its K. B. second square. 
B, The Q. B. P. is forced to take the K. Kt. P. 
and to give dieck-aiate. 



3 
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nFTY-NINTH SITUATION; - 

1. 

W. The K. Kt; takes the K. Kt. P. and give* 

check. 
£. Th^ Q. B. ii obliged to take the K. Kt: ■ 

2. • 
W. The Q. Kt. takes the K. R. P. giving check; 
JJ. The Q. B; is compelled to take that Kt; - 

3. 

W. The.Q. tohfer K* Kt. 66coiid.K|uare, giving 

check. 
B, The Q. B, being forced tfe take her, giv««. 

check-mate^ 
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'siyriETH SITUATION. 



.■■' ..-••:r. ■; .; ; .J y')-^' . . i; id .'.- • ■ " T. 
W. The R. to the adversary's .KK>fiqaM», giving 

£. The Kt. interposes at its Q. Kt. square!. 

£. The K. R. P. to the adveraat/s K. R. third 
'-'it!';'^ #i{ttaMi •■'.•• •• - =•' -< • -' ••'■' 

. . ., .- 
3. 

W. The R. to theadvei^ry's K. R. square. 

£'. O^he k. R.-P. t^the adversary's K^ R. secoiwl 

square. •-' -'■ ' ' " " 

,'» ■"' ".rij •■ .1 01'.' ':: ■■.-■v ■■■ . . : :.■■. . '\. 
4. 

^. The Q.H. P. two steps. 

■ , a - •♦ 

.■ '. . • ,:;■; ' ; , ' . ' ■ •, . '; .•..■.■ 

IT. thi R. takes the Q. 

B. The Kt. is obliged to move to its Q. B^ third 

l-^-'-li ,9i^itm,-4aAlio giive-chetik-iittiic. • ' 
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sixtTtFirst situation. 

..VlOlTAUXicJ HT:i]j;/Jii 
1. 

6. The R. to the advoWy's K. Kt. squtu?* ^y- 
c • i •iiig'"fSie^.'-': -•• •'-"- -■•'- - -' -'■'*' • 
liPrThe K. to the adversary's I^^^^ fourth 

fF. The K. to the adversary's ^..V^ fourth 
square. 

covering the K. B. .i- .' - 

/f. The Kt. is compelled to take the K. B. 

.;..4« -f-i .T ii 9 sti'T. :U 
£. The Q. B. % ks.^ik^Utd'^uiftrti «ifi:ki% 

with the R. 
^. The K. to theadven^ry's K. R. fourth square. 

■■■.•'■■ ■.• J.-.i ,h • .IT .V* 

.^ '.•; •'.. ••<.:.;•-.■ f" :':o<. j;i vi'v .-; 

B, The ^jfi^Utitlbii^jp.jieMMdafiiifw, giving 

check, 
/r. The Kt. b^ing forced to take it, gives check- 

mate. 
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SlXTY-SECOND SITXI^TIOJf. 



1. 

jB. the R. to the adversary's Q. fpuriji say^re* 
frJ'the K. to his (^. Kt, ajuare.' \ ' 

■• -.r": /r: /■' •• v.H. * ./' I ' /.^ 

B. llie R. to the adversary's Q. squAM^ giving 

check. . « 

^. The K, tg hijj Q« JR.^ ?ecoqd <qupr(^. * 

3. 

B« The. Q. B. to its Q. fourth square^ givbg 

check. 
fF. The K. to his Q. R. third square. 

4. 

JB. The K. B. to its Q. R. second square. 
fF. The K. to his Q. R. fourth square. 

5. 
B. The K. to the adversary's Q. B. second 

square. 
fK The K. to his Q. Kt. fourth square. 

6. 
B. The R. to the adversary's Q. Kt. square 

giving check. 
fK The K. to his Q. R* fourth square. 
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7. 
B. The R. to the adversary's Q. R. square, av 

^. The K. to his Q. Kt. fourth square. 

J5. The Q. P. to its Q.,B. fourth squartu r^fiving 
check. ' ... . t . .^» . 

fF. The K. to the adversary's Q. Kt. fourth 

9. . . , -' ;;^ ' 

B. The Q7 fi. P.' gives (&i£-mkie. ' ' ^ 



.1 



. . ■ ;"• ;-?. . ^' ') ,: / J ? : .. . 
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square. '^ , ..; 

W. The K. tp his Q. or to his B. square. 

2. 
B. The K. B. to the adversary's K. B. fourth 

square. 
W^ The K. to his square. 

3. 
B. The Q. to the adversary's K. Kt. second 

square. 
fF. The K. to his Q. square. 

4. 
B. The Q. to the adversary's K. B. third square, 

giving check. 
W. The K. to his square. 

5. 
B. The K. B. to its K. fourth square. 
IV. The P. is obliged to take the K. B. 

6. 
jB. The Q. P. one step, to the adversary's Q. 

fourth square. 
IF. The P. to the adversary's K. third square. 

Y 3 
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7. 
B. ThcP«tothetdvemi^i^Q.t^ii^BWt. 
fF. The P. to the advenary's R, second square. 

9. 
'd. Th6 P. to the adveraary*6 Q. aeeond tijpiafC, 
giving ebeck^mate. 



swnr-toifmi sritfAtidi^: ^ 

«• "^ 

B. The Q. to the adverotty^s Ku fti tinnt^uai^^ 

giving check, 
W. The K. to his R. second square. 

2. 

B. The Q. to her K. R. fourth square. 
W. The K. to his R. third square. 

3. 

B. The Kt. to the adva^ry*s K. Kt. second 

square. 
W. The K. to his R. second square. 

4. 

B. The P. one step. 

JV. The K. to his R. third square. 

5. 
JB. Itie P. one step^ giving check. 
IV. The K. to its R. second square. 

6. 

B. The Kt. to the adversary's K. B. fourth square. 
W. The K. to his R. square. 

y4 



B. The Q. to her fourth iiqatie^ pving eheok. 
fr. Thf^ K. to, his R. second sqom^. , , 

8. 

B. The P. to the adversaiy's K. Kt. third square^ 
^ g||trifl^dieGk-inate« . -.\ 



. V. 
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SIXTY-FIFmrSmJATlON. 

i. 

i^. The Q. B. to the adversary's X. fourth squared 
B. The Q. P. one step. , ; ' . 

2.. 
IP: Thf JK. Br to the adyerspry's .(^ B, 4hir^ 

square, giving check. 
JB. Hie K. to his Q. Kt. square. 

3. 
W. The Q. R. P. one step. 
B^. The Q. P. takes the Q. B. 

4. 

JiC The Q. P. one step. 

fi. The P. to the adversary's K. fourth square. 

5. 
IP! The Q. R. P. one step. 
B. The P. to the adversary's K. third square. 

6. 
fT. The Q, R. P. to the adversary's Q. R. fourth 

square. 
B* The P. to the adversary's K. second square. 



99^ 

7. 
fr. Tht Q. R. P. to the adfcmrf's.Q. R. tUrd 

IT^TIieQ. R.J'. io theadvenarjr^sX^r^* aeoond 

square, giving <£ecl:. 
J?. The K. to his Q. B. square. ' ^ ^ 

d. ,. . . 

^ ^e Q; P. to theadversaiys QV^ec^ ^^biri; 

giving dieck-inate. . ' .^ „ 



- L' A 



. .* .'") ': 
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SIXTT-aara SITUAT^OKp 
I. 

B. The Kt. to the advervary's K» iififd squalen 

giving check. 
fF. The K^ to his Q. B. square. (If he move to 

any other square^ he will only accelerate 

his defeat.) 

2. 

£. The H. to the adversary's Q. Kt. fourth square. 
fF. The K. to, his Q. second square. 

3. 

B. The R. to the adversary's Q, Kt, square. 
fF. The K. to his second squ^e. 

4. 
jB. The R. to the adversary's K. B, square. 
fF. The K. to his Q. second square. 

6. 

J?. ITie Q. B. P. to^he adversary's Q. B. third 

square, giving check. " 

fF. The K, to his second square. 

B. The K. B. P. gives check-mate. 
VOL, ir. Y 6 : 



S. Hi* (3f; R to ftif tL. «q6arg, ^viif|-c1i6dt. * 
/r. The K. .Kt. P. interposes. 

B. The Q. to the adversary's 1^. ^exititiA square^ 

giving check. 
W. The K. B« interposes at its K^. fpurth iu)uai^* 

B. ITw Q. to her K. third square. 

W. JhA K. fi;.. to tt«r JU tbini sijwTe (qr to-Hs Q^ 

sq'Jare). . . ; ; • ^ 

.B. The A*. JR.,JP..ta](es the )!:. K^. P. apd diecks. 
fV. The K:. to his Kt'.- fourth square'. 

5. 

jB. .The jS:. if. P. takes the K. B- ?► wd chflcks. 
1^. 'T?he' !t. to his Kt.. third ^i;e. \ ' 

6. ■ •' ••- •■ ■■•• 

B. The A", ie. P. to fliegdversary's K. B. fourth 
square^ giving check-mate. 

4 ' .;• .. 
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1. 

B, TlMfQi. Bv^ theacbrersary'8 Q.^^Ti^irCi giv- 
ing check. ; .' '■'■'. \ 
fV. Hie K. to his Q. R. second square. 

■2«'' • ; • . . ..;;" . ' 
B. The Q. R. takes the Q. R. P. aqd jpv^ pheck. 
W. The Q. Kt. P. takes the Q. R. 

;-f -. -■ . .■ 3. . •■ . , ;, -. .. 
B. The Q. to the adversary's Q.. secpod square, 

giving check. ■ . . • ■ ;{ ,• _. i-^' 
Jf. The K. to his Q. Kt. square. 

••.,■■• . ,■ .- .^ :••■■ •^' ': • .'I • .>•" 

B. The Q. to the adversary's Q. B. second square, 

giving dieck. 
W. The K. to his Q. R. square. 

' .•• 6. .'.-.••. •.,■ • .■ 

B, TTie Q. to the adversary's Q;)B...dqttare, giv- 
ing chedL, 
W, Hie K. to his Q. R. second square. 

- 6. > 

jB. The Q. B. tp the adversary's Q. Kt. thin) 

equate^ giving check* ^ 

W. The K. is obliged to tt^ it. 

7. 
B. The Q. to the advei^ry's Q. Kt. square, giv> 
ing chedc-mate. r i 
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B, 11i6jQ.Udce&th&Kt;aih«i) gives dUdb. 
^. The Q. takes the Q. 

•- . '■ ■■•-a:-- ■■■ ■■■ '^ •' ■• 

B. The K. R. takes the K. Kt. P. and checks. 
• IT. Thfe K..' to Vis Bi. aquare. ' ' . - 



J8. The K. R. to the alversary's K. Kt. square, 

'-* •: givfe^d*gck. *, , ^ - '■ ' " ' 

fT. The Q. B. takes the K. R.' 

B. The Q. B. to its^. fourth square, ^ving 
; . : 'check./' ..;-■ .• '■' ■'■ •■■• " •'-■ • ■• 
W, The K. to his R. second «<pia»e. 

- ' ' 5; - , — '' -' 

B. The R. to the advcmry's K* Kt. second square, 

giving ch^^ ' . - 

0^. The K, to his R. square. 

• - ' ^' .' • ^" • 

a. 

B. The R. to the adversary's K. second square, 
ehecl^ing with tlie Q. B; ' ,; 

IF. The Q. is compeBed to inteppdife^ feither at 
her K. B. third sqoare, or at her K.Yourth 
square. 

^ 7* '■ 

B. The Q, B. takes her, j»4 gmati clwck-niate. 



teft 



u 
B. Hie K. Kt. tq..t|(e.f)4y«|8afy8.-lL ^ecenfl 

/r. The K. to his R. square. 

i 

square^ giving check. 
H^. The K. to his R. second square. 

if. The Q. Kt. to the adversary's K. B. square, 
giving double ch^ck. 

B. The Q. to the adversary's K. R. second square, 

/?:TheK.Kt,ifdaift<bQ. . /;.., 

5. 

B. The Q. Kt. to thp adversary's K. Kt. third 
square, ^ving check-mate. 



m 



^i'Thefc/Xt."P/o^e'8^i^' ■■■■■' ""■ ^'i •- 

2. 
B. The K. R. P. one step. 






-f -. 






S. The K. takes the K. B. P. 
fF. TheK. Kt. P. one step. 

B. The K. to the advmttryVK. fi^ ibu»th equne. 
^. The K. Kt. P. one step. 

B, The K. R. P. or the K,B;^.. takes the K. 
Kt. P. and gives ohedE-mafe. - 
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B 1. 

fr. The K. Kt. P. two steps. 

2. , 
B. The K. H. P. one step. 
IF. The Q. Kt. P. one step. 

a. 
B. The K. R. P. cmestep. 
^. The K, Kt. P. takes it, 

4. 
B. Th« K. Kt. P. one step, givIn|^cheok>inate, 
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SEVENTY-SECOND SITUATION. 

1. 
B. The Q. Kt. P. one step. 
/T. The R. to the adversary's K. Kt. square. 

2.' :/ • 

B. The Q. Kt. P. becomes a Kt. and checks. 
fF. The K. to his Q. B. second square. 



B. The Q. R. P. becomes a Q. "" ' 'v 

fF. The R. to the adversary's Q'. R. square, gir- 

ii)g check. .., r 

4. 

JB. The K. to the adversary's Q. Kt, fourth 

square. 
IF. The R. takes the Q. 

5. 
B. The Kt. to the adversary's Q. R. third square, 
giving check ; and the game must be drawn^ 

N. B. The metJiod of drawing the^me >v'itb a 
Knight against a Rook is analysed, page ] 22. 
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SEVENTT-THIfeD SITUATION. 

1. 

JS, The Q. R. P. becomes a Q. 
/^. The R. takes the Q. 

2. 
B. The K. tak6s the K. 
^ The K. to his third square. 

3. 

B. The K. to the adversary's Q. Kt. second 

squitre. 
fr. The K. to his B. fourth square. 

4. 

B. The K. to the adversary's Q. B. third square. 
fr. The K. to th& adversary's K. Kt. fourth 
square. 

5. 
JB. Hie K. to the adversary's Q. fourth square. 
^. The K. tak^es the K. Kt. P. 

6. 

B. The K. to his fourth square. 
»". The K. takes the K. R. P, 



z2 



3^ 

7. 
B. The K. to his B. third sqtiare. 
fF, The K. to tinQ advesmy\llL. IK. tiKiiQ.-s^iiinr. 

8. 

B. llie K. to his B. aecotid sifeme,. 

fT. The K. to the advenaiy'&K.'R.iecobdsqjvare. 

9- 
B. The K. to his B. sqnaie, and of coune^aws 
the game. 
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< 

N. B. If the White had the move, he would 
easUy win the game ; ex.^ 

1. 
fT, The R. to its Q. R. square, 
.B. The K. takes it. 

2. 
fV. The K. to his Q. 6, second square, 
B. The K. Kt. P. one step. 

3. 
tV. The K. R. P. takes it. 
B. The K. R. P. one step. 

4. 
fV. The K. R. P. to the adversary's K. Kt. third 

square. 
B. The K. R. P. one step. 

5. 
fF. The K. R. P. to the adversary's K. Kt. second 

square. 
B. The K. R. P. to the adversary's K. R. second 
square. 

6. 
fV. The P. becomes a Q. 
B. The P. becomes a Q. 

7. 
H^. The Q. being moved to the adversary's K. Kt.. 
second square, gives check-mate. 
z3 
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SEYENTY-FOURTH SITUATION, 

1. 
fF. The Q. B. to its Q. R. square. 
B. The K. takes the Q. B. 

' ■ • . a. 

fF. The K. to his Q. B. square. 
B. Tlie Q. B. P. one step. (If he moved it twt 
* steps, he would lose the game.) 

3. 

fF. The K. to his Q. B. second square. 
B. The Q. B. P. one step. 

4. • 
/T. The K. to his Q. B. square. 
B, ITie Q. B. P. to the adversary's Q. B. fourth 
square. 

5. 
fF. The K. to his Q. B. second square. 
B. The Q. B. P; to the adversary's Q. B. third 
square. . . 

6. 
fr. The K. to his Q. B. square. 
B. The K. Kt. P. one step. 

z4 



^i 



■— •^- 



3»? 



f 



I 



94t 



'7. 

ff. The K. R. P. does not take, but moves to tfa« 

adversary's Kf R; fourth squa>e. 
B, The K. Kt. P. to the adversary's K. Kt. fourth 

square, 

- ■ . ■ .:. B. ■ .'> ■" '^ ■' . 

W. The K. R. P, to ihe adveraafy's K. R. third 

square, 
B. The K. Kt. P. to the adversary's K. Kt. third 

squai'e. 

9. 
fV. The K. R. P. to the adversary's K. R. ascoi^ 

square. 
B. The K. Kt. P. to the adversary's K. Kt. second' 

la 

W. The P, becomes a Q. 

B' The K. Kt. P. becomes a Q. and checks. 

<!• 

fV. The k. to his Q^ B* sepaadsqware. 
p. The Q. to the adversary's Q. Kt. square, 
giving check* 

12. 
/F. The K. is compeied to take the Q, B, P. 
B' The Q. to the adversary's Q. Kt, second 
square, giving check. 

13. 
W. The K. to his Q. third square. , 
B, The Q. takes the Q. &g. 
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SEVENTY-FIFTH SITUATION. 

1. 

B. The Q. to the adversary's K. B. second square^ 

■ ,j living chedc. 
IV. The K. to his R. square. 

. .. ; . . .^ '. . .:: 

B. The Q. B. to the adversary's K. B. third 

} . square, giving check, . . .' 

fF. The Q. is compelled to take the Q. B. 

3. 

B. The Q. takes the Q: and checks. 

'IT; The K. to his Kt. squai-e. • '' 

• ^ 

B: The Q. to the adversary's K. HI' thin! square^ 
IF. The K. to his R. s(^u^re. . /. 

B. The K. Kt. P. one step^ 
fF. The K. to his Kt, scjuare*- 

6. , 

B^ TheK, B. to the. adversary's K, B. 3ecop4 

square^ giving check. 
fT. The K. to his R. square. 

7. ^ 
-5. The P. gives chedt-mate. 
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SOLUTION 

OF TBS 

FIRST OF THE THREE SmJATlONSb 

TOL. I. Pf G£ 268. 

' "' ' ' . 1' • : ■' ..■. 

IF. The Kt. to the adversary's K. second sqoare^. 

giving check. 
3, The:K:»tciW?|l.«iu«i». ;t 

fr. The K. R. takes the K. R. P. and checks. V 
B» The K. Kt. P. takespthe K'. R. 

' ■'" " ' 3. ' ••-•■■■ 

H^. The K. Kt. P. one step, giving died, _ 
JS. The K. to his R. second squar^: ^ 

4. ' 

/r. The K. Rt. P. takes the K. R. becomes a Kt. 

and checks. 
B. The K. to his R. square. 

S. / '.. 
» . 

^. The Q. R. to the adversary's K. Kt. square, 

^ving check-mate. 
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SQWmON 



or 



THE SECOND SITUATION- 

• "1; ■ • • •'■ 
B. The Q. B. to ite K. B. fourth square, 
jr. The Q. takes the Q.B, 

9. ..' ■• ■.; -: 
JJ. The Q. to the a&itvmy^ ^. B* ficjuaiH gftw 
ing ch ck. 

•3^ 



B. The K. Kt. to the. adversary's K. secan4 

«»lJMre, .giving check. - 

fV. The }i. to his Q. R. square,, ^ . , 

* 4* 

i?. The Q. Jl. lakes the Q- R,,and oh«ck^ 
■jr. The Q. interposes at its Kt. H"^^^-,, 

■ 5u •' •••'•- ■•■'••-' •"■ 
B. The K. Kt, to the , adversary's Q. Kt, thir4 
square, giving Qheckr,ma^ . , ., j 
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SOLUTION 

OF 

THE THIRD SITUATION. 

1. 

ff. The Q. Kt. to the adversary's Q. B. second 

square, giving check. 
B. The K. to his Q. R. fourth square. 

2. 

Ff^. The Q. R. to the adversary's Q. Kt. fourth 

square, giving check. 
B. The K. to the adversary's Q. R. fourth square. 

3. 

^. The K. R. to its Q. R. third square, giving 

check. 
B. The Q. Kt. takes the K. R. 

4. 

W. The Q. Kt. P. one step, giving check. 



B. The Q. B. takes it. 

3. 
fF. The Q. R. P. lakes the Q. B. and givet 
check-mate. 

THB £N9. 
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SEVENTY-FOURTH SITUATION, 

1. 
fF. The Q. B. to its Q. R. square. 
B. The K. takes the Q. B. 

' • '2. 

JV. The K. to his Q. B. square. 
B. The Q. B. P. one step. (If he moved it tui» 
* steps, he would lose the game.) 

3. 
fF. Ilie K. to his Q. B. second square. 
B. The Q. B. P. one step. 

4. 

W. The K. to his Q. B. square. 
B, The Q. B. P. to the adversary's Q. B. fourth 
square. 

5. 
JV, The K. to his Q. B. second square. 
B. The Q. B. P; to the adversary's Q. B. third 
square. . . 

6. 
^. The K. to his Q. B. square. 
JS. The K. Kt. P. one step. 

z4 



